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Greetings, True Believers! 

You are holding in your hands the premiere issue of a new (and 
possibility the first) fanzine dedicated to a great Role Playing 
Game: Green Ronin's Mutants and Masterminds. The Super 
Samurai Mission is to help support a game we love; and if you 
don't share our passion, you soon will once the M&M Bug bites 
you! 

Mutants and Masterminds is a superhero Role Playing Game 
based on the d20 OGL. Although not the first superhero RPG 
based on the popular Dungeon and Dragons Rules System, it is 
arguably the best and without argument the most successful. 
Written by the prolific and talented Steve Kenson, any comic 
book based adventuring you want to undertake can be 
supported by the system. In fact, just about any kind of Role 
Playing can be supported by it. 

One of the things that makes M&M unique among other OGL 
games is their willingness to share their adaptation of the OGL 
with other publishers. Called the Superlink License, all a 
publisher has to do is submit their idea to Green Ronin, get an 
approval, and off they go. Over ten publishers have taken 
advantage of the license and have produced over fifty products; 
everything from setting books and NPC collections to 
archetypes and even how to use the system in a fantasy game. 
If Green Ronin or the Superlink Publishers don't publish 
something you need in your game, then Super Samurai is here 
to fill the gap. 

But we need your help to accomplish that promise. As you may 
notice, there are only four articles in this issue. This was so we 
could spare our potential readers the torture of "is it here yet?" 
by making an early announcement. Now, in order to fill future 
issues with content, we need you to help by writing articles. Got 
an idea for a variant rule? Have an adventure idea you want to 
share? You've come up with some cool NPCs you want to 
show off? Then by all means submit them to super-samurai@e- 
core-news.org. As a fanzine, we need the fans to help make it 
a success and useful to plays and Gamemasters of all our 
favorite superhero game system. 

So, sit back and enjoy some great articles written by fellow fans. 
And remember: make mine Mutants and Masterminds! 

The Super Samurai Staff 
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Wher e To Start 

So here you are sat down, blank piece of paper laid out before you, pencil in hand and wondering 
just how the heck do I make this creature I've had in my head for weeks, ready for next weeks 
game! Well hopefully I can help you out there a little and make the task a little less troublesome 
and a bit more organized. 

There are as with normal character creation (which is also possible via this rule set by the way). 
These steps in order are as follows: 

Step 1. Concept and Origin 

Step 2. Allocate Points to Ability Scores 

Step 3. Choose Basic Type 

Step 4. Apply Subtypes 

Step 5. Alter Creatures Size (Optional) 

Step 6. Flesh It Out 

Step 7. Choose Weakness (Optional) 

Step 8. Add It All Up 

All you need do is follow through each of the steps below in order to create your creature, robot, 
superhero, super villain, ninja, superspy or whatever else your imagination conjures up. 

Step One: Choose a Concept and Origin 

First consider what you wish to create, what are the creature's basic abilities? What role does it 
fill in your game? Is it a hero, villain, ally, or just some nameless minion? What does the creature 
do? How does it move? What does it attack with if anything? Where does it come from? And so 
forth. You can draw upon many sources of inspiration when creating a creature from literature, 
computer games, movies, anime, comics and more. Once you have a few notes written down, let 
them guide you through the rest of the design process. Remember this is your creation so 
however the end creature's turns out so long as you are true to your concept you cant really goes 
wrong. 

To help you through the design process we'll include an example of a creature creation as we 
move through each step. Our concept is to create a Huge, reptilian, fire breathing Dragon of 
mythology. With this in mind we know we want it to be huge, have claws and teeth, breath fire, 
be scaled reptile and have wings to fly with. 

Step Two: A 1 1 ocate P oints to Abil ity Scor es 

Now you have your concept in mind you should assign it some points to its ability scores. All 
characters have six attributes, Strength, Dexterity, Constitution, Intelligence, Wisdom, and 
Charisma. These six attributes affect many other facets of a character such as initiative, attack 
bonus, skill checks, and so forth. 

Remember all creatures begin with a base of 10 in all attributes except Constructs, Undead, and 
Vermin. More information on how these deviate from this norm can be found under Step Three: 
Choose Base Type, later on. For now however we need to assign our creature some ability 
scores. 
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With our concept in mind it should be fairly easy to assign our creation some statistics, to make 
things easier we use Chris Finney's Benchmarks as guidelines for assigning appropriate ability 
scores. So with our Dragon in mind let's assign him some attributes. 

Looking at the below benchmark tables we decide his strength should be around 18 giving our 
beast huge knotted muscles. Next we decide to give him 1 0 Dexterity; although our dragon is 
healthy its bulk impedes its reactions somewhat. Coming to Constitution we decide on human 
peak levels, as our dragon is very healthy so we give him a +6 modifier constitution, meaning he 
has a 20 Attribute plus one rank of Super constitution. 

Next Intelligence, deciding our Dragon is gifted and very smart thanks to its age and genetic 
memories we give it 18 intelligence. For Wisdom we decide on gifted again, our dragon is 
cunning and it's acute sense rarely miss anything, so we give it a higher end 1 9 in this attribute. 
Finally Charisma, once again we decide on gifted, our dragon is unsettling and has a strong 
personality we give him 1 8. 

Adding it all up we have spent a total of 43 points on attributes. We also have one rank of Super 
constitution we mark this down but don't need to worry about its cost just yet. 



Step Thr ee: Choose Basic Type 

All creatures and beings typically fall into one of ten basic types, which can later be modified even 
further by the application of subtypes. 

Each type is determined by a few specific traits, these are Cost (shows cost at power level one, 
then additional cost for each power level thereafter to 20 th ), Attack Bonus, Defense Bonus, Bonus 
feats, Skill Points and Base Size. Each of these traits tells you how a creature of that type starts 
out and how it develops as its Power Level increases. 

The amounts indicated by a type are the minims required for the creature's type, but they can be 
exceeded if the creator desires to the usual restrictions imposed by a creature's final power level 
of course. 

For example: In building our dragon we check to find the most applicable type, in our case for a 
dragon the most applicable is Mythical Beast. From looking at the Mythological Beast table we 
see Its Attack Bonus is base 1 at Power Level 1 and should increase by 1 for every power level 
the creature is beyond that. Well we don't know its power 
level yet but we mark this down on our paper all the same. 
The same is true of its Defense score, base 1 at PL1 plus 1 for 
every power level past that. We also see that all Mythical 
beasts have the Dark Vision and attack Focus (unarmed feats) 
and are Medium sized. Next we see that Mythical beasts 
must spend 2 points on skills for every power level (bare in 
mind that we are using a 4:1 ratio) and looking to see if there 
are any special rules for our creature type we see that it must 
have an intelligence of greater than 2, it does so we don't 
need to increase the attribute to this minimum level. Finally 
we see that the mythical beast type has a cost of 11 PP's for 
power level one, which covers the cost of the base attack and 
defense, the required feats, the skill points and the types base 
size if not medium. We see that the cost will also cost 7 PP's 
for each power level our dragon is beyond 1 st ; we mark these 
costs down on our paper. 

© Marvel Comics 
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ABERRATION TYPE 

An aberration has a bizarre anatomy, strange abilities, an alien mindset, or any combination of 
the three. 




Cost: 


13/5/4/5/2/7/2/5/4/5/2/7/2/5/4/5/2/7/2/5 






Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Levels 






Defense Bonus: 


Base 1 at PL 1 +1 per 3 Power Levels 






Bonus Feats: 


Dark Vision, Iron Will, Attack Focus (Unarmed) 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 




ANIMAL TYPE 

An animal is a living, nonhuman creature, usually vertebrae with no unusual powers and no 
innate capacity for language or advanced culture. 




Cost: 


15/7/2/7/2/7/2/7/2/7/2/7/2/7/2/7/2/7/2/7 






Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Levels 






Defense Bonus: 


Base 1 at PL 1 +1 per 2 Power Levels 






Bonus Feats: 


Dark Vision, Great Fortitude, Lightning Reflexes, Attack Focus 
(Unarmed) 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 






*No animal may have an intelligence greater than 3 and be of this type. 




CONSTRUCT TYPE 

A construct is an animated object or artificially constructed creature. 




Cost: 


29/5/4/5/2/7/2/5/4/5/2/7/2/5/4/5/2/7/2/5 






Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Levels 






Defense Bonus: 


Base 1 at PL 1 +1 per 3 Power Levels 






Bonus Feats: 


Dark Vision, Immunity (Aging, Critical Hits, Disease, Exhaustion, 
Fortitude effects, Poison, Pressure, Psychic Source, Starvation, 
Suffocation) 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 






*Cannot heal naturally must be repaired or possess an appropriate power. Have no Con 
score instead they have a Hardness statistic. Their Damage save is equal to the Hardness. 

Mindless and have no intelligence score; however intelligence may be purchased for a 
construct from a base of 0. Constructs likewise have very little in the way of appearance or 
personality unless it is provided for them so their base charisma is 1, but it can be raised as 
with other statistic. 




FEY TYPE 

A fey is a creature with unusual powers and connections to nature or to some other force or 
place. Fey are usually human shaped. 




Cost: 


9/6/7/6/4/9/4/6/7/6/4/9/4/6/7/6/4/9/4/6 






Attack Bonus: 


Base 1 at PL 1 +1 per 3 Power Level 






Defense Bonus: 


Base 1 at PL 1 +1 per 2 Power Level 






Bonus Feats: 


Dark Vision, Iron Will, Lightning Reflexes, Attack Focus (pick one) 






Skill Points: 


4 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 






* Most fey have the vulnerability (Cold Iron) weakness but this is optional 
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FREAKISH HUMANOID TYPE 

Freakish Humanoids are similar to normal humanoids but with monstrous or animalistic features. 
They often have unusual abilities also. 




Cost: 


13+7 per Power level beyond 1 st 






Attack Bonus: 


Base 1 at PL 1 +1 per 1 Power Level 






Defense Bonus: 


Base 1 at PL 1 +1 per 1 Power Level 






Bonus Feats: 


Dark Vision, Great Fortitude, Lightning Reflexes, Attack Focus (pick 
one) 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 




HUMANOID TYPE 

A humanoid usually has two arms, two legs, and one head, or a human-like torso, arms and a 
head. Humanoids can speak and usually have well-developed societies. They are typically of 
medium size. 




Cost: 


9/2/7/2/2/7/2/2/7/2/2/7/2/2/7/2/2/7/2/2 






Attack Bonus: 


Base 1 at PL 1 +1 per 3 Power Level 






Defense Bonus: 


Base 1 at PL 1 +1 per 3 Power Level 






Bonus Feats: 


Great Fortitude, OR Iron Will, OR Lightning Reflexes 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 




MYTHICAL BEAST TYPE 

Mythical beasts are similar to animals but can have intelligence scores higher than 2. Mythical 
beasts usually have unusual abilities or super powers, but sometimes are bizarre in appearance 
and habits. 




Cost: 


1 1 /7/4/7/4/7/4/7/4/7/4/7/4/7/4/7/4/7/4/7 






Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Levels 






Defense Bonus: 


Base 1 at PL 1 +1 per 1 Power Level 






Bonus Feats: 


Dark Vision, Attack Focus (Unarmed) 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Medium 






* Must have an intelligence higher than 2. 




PLANT TYPE 

This type comprises vegetable creatures. Note that regular plants, such as those one finds 
growing in fields and gardens lack Wisdom and Charisma scores and are not creatures but 
objects even though they are alive. 




Cost: 


27/5/4/5/2/7/2/5/4/5/2/7/2/5/4/5/2/7/2/5 






Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Level 






Defense Bonus: 


Base 1 at PL 1 +1 per 3 Power Level 






Bonus Feats: 


Dark Vision, Great Fortitude, Immunity (Transformation, Critical Hit, 
Exhaustion), Iron Will, Lightning Reflexes 






Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 






Base Size: 


Small (3 ranks of permanent Shrinking) 













UNDEAD TYPE 

The undead are once living beings that are animated by sorcerous or supernatural forces. 



Cost: 


29+7 per Power level beyond 1 st 


Attack Bonus: 


Base 1 at PL 1 +1 per 1 Power Level 


Defense Bonus: 


Base 1 at PL 1 +1 per 1 Power Level 


Bonus Feats: 


Dark Vision, Immunity (Poison, Disease, Aging, Suffocation, Starvation, 
Critical Hits, Fortitude Saves, Paralysis, Exhaustion), Toughness 


Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 


Base Size: 


Medium 


* Have no Con score, nor can they heal naturally requiring some special power or ability. 
Mindless and have no intelligence score; however intelligence may be purchased for a 
construct from a base of 0. 


VERMIN TYPE 

This type includes insects, arachnids, other arthropods, worms, and similar invertebrates. 


Cost: 


45/5/4/5/2/7/2/5/4/5/2/7/2/5/4/5/2/7/2/5 


Attack Bonus: 


Base 1 at PL 1 +1 per 2 Power Level 


Defense Bonus: 


Base 1 at PL 1 +1 per 3 Power Level 


Bonus Feats: 


Dark Vision, Great Fortitude, Immunity (Psychic), Attack Focus 
(Unarmed) 


Skill Points: 


2 + Int modifier per Power Level (*each point is 4 ranks of skills) 


Base Size: 


Miniscule (Permanent Shrinking rank 15) 


* Mindless have no intelligence score. 



Step Four : Appl y Subtypes 

Once you have chosen the type next choose and apply any applicable subtypes to your creation 
as applicable to its nature. 

Any number of subtypes may be applied to a creature and the costs and criteria of all must be 
met with regards to the powers that need be applied from a subtype. 

Four subtypes in particular however are special those are 
Mook, Henchmen, Hero and Villain. All creatures fall into 
one of these four categories and hence all creatures will 
have one of these four subtypes in addition to any others, 
which may apply. These four subtypes determine how 
damage affects the creature and whether or not they may 
use hero/villain points in play. 

For our Dragon we apply the following subtypes, Aerial, as 
we know we want our dragon to have wings and fly. Fire 
as we know our Dragon will breathe fire and we want him 
to be immune to it also. Reptilian as we know our dragon 
is a reptile and finally Henchman, as we want our dragon to 
be more potent than a minion but not be considered a full 
villain type opponent. 

On our sheet our dragon should look a little something like 
this at the moment. 

© Wizards of the Coast 
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Dragon 

Medium sized 

Mythical Beast (Aerial, Reptilian, Fire) [Henchmen] [1 1 pp] [10pp] 
Power Level: 1 (so far) 

Str: 18 (+4), Dex: 10 (+0), Con: 20 (+5), Int: 18 (+4), Wis: 19 (+4), Cha: 18 (+4) [43pp] 
Attack Bonus: base +1 (+4 Str) - +5 melee; base +1 (+0 Dex) = +1 ranged 
Defense Bonus: 10 + base +1 (+0 Dex, +0 Size) = 11 
Saves: Dmg: +6, Fort: +5, Ref: +0, Will: +4 
Skills: 

8 points to spend 
Feats: 

Dark Vision, Attack Focus (unarmed), Aerial Combat, Endurance, Immunity (Fire), Scent, See 

Invisibility [cost covered in subtypes above] 

Powers: 

Super Constitution +1 [Source: Alien; Cosf: 2/rank] [2pp] 

Flight - Wings +1 [Flaws: Restricted - wings; Source: Alien; Cosf: 1/rank] has to be at least half 
PL. [1pp so far] 

Natural Weapon - Claws +1 [Source: Alien; Cosf: 2/rank] has to be at least half their PL [2pp so 
far] 

Amazing Save Damage +1 [Source: Alien; Cosf: 1/rank] has to be at PL [1pp so far]. 
As you can see our dragon isn't quite complete, but is beginning to take shape. 



AERIAL SUBTYPE 

This subtype is usually applied to any creature of the sky that possesses the ability of flight by 
some means. 

Bonus Power: Always have the Flight [Source: Alien; Cosf: 2/rank] power at a power rank equal 
to at least half their Power Level or higher. The restricted Wings flaw is commonly taken but not 
always. 

Bonus Feat: Aerial Combat 
Cost: 2+ cost of power 

ANGELIC SUBTYPE 

Angels are a race of higher beings, the servants of a higher power and a more righteous cause. 
Bonus Power: All Angelic beings have Comprehend [Flaws: Limited - Speech only; Source: 
Alien; Cosf: 1/rank] at a power level equal to their power level. 

Healing [Extras: Resurrection; Flaws: Others only; Source: Alien; Cosf: 3/rank] at a power rank 
equal to half their power level or higher. 
Bonus Feats: Attractive, Dark Vision, Immunity 
(Aging, Cold, Disease, Poison) 
Cosf; 12+ cost of powers 

AQUATIC SUBTYPE 

This subtype is usually applied to any creature of the 
sea that is by nature a water breather and not an air 
breather. As such aquatic creatures can only 
breathe in water not in air unless the amphibious 
feat is taken. 

Bonus Power: Always have the Swimming [Source: 
Training; Cosf: 2/rank] power at a power rank equal 
to at least half their Power Level or higher. 
Bonus Feat: Underwater Combat 
Cost: 2+cost of power 

© Wizards of the Coast 




COLD SUBTYPE 

This subtype is usually applied to any creature that is native to arctic or sub-zero climates. Such 
creatures are invariably resistant to extreme cold. Many cold subtype creatures tend to be 
somewhat vulnerable to extreme heat. 
Bonus Power: none 

Bonus Feat: Endurance, Immunity (Cold) 
Cost: 4 

DEMONIC SUBTYPE 

Demons represent those otherworldly beings that have sworn themselves completely to dark 
beings and otherworldly powers. As agents of these dark powers they are dedicated to 
corrupting the pure and thwarting good wherever they can. 

Bonus Power: Always have the Energy Control - Fire [Extras: Energy Field; Source: Alien; Cosf: 
3/rank] power at a power rank equal to their Power Level. 

Telepathy [Flaws: Communication only; Source: Alien; Cost: 1/rank] power at a power rank equal 
to their Power Level. 

Bonus Feat: Dark Vision, Immunity (Aging, Disease, Fire and Poison) 
Cost: 1 0+cost of powers 

EXTRADIMENSIONAL SUBTYPE 

Extra-dimensional beings are those who are native to another dimension altogether as such their 
life force exists between two places effectively linking them to the place of their origin. 
Bonus Power: Protection [Source: Alien; Cosf: 2/rank] power at a power rank equal to their 
Power Level. 

Bonus Feat: Immunity (Exhaustion, Starvation) 
Cost: 4+cost of power 

EXTRATERRESTRIAL SUBTYPE 

Extra-terrestrial beings are those who are native to another world or even galaxy. They are alien 
in many ways, sometimes just physically but more often in their beliefs, cultures and outlooks. 
Extraterrestrials do not always have more advanced technologies than that of Earth but do quite 
often seem to. 

Bonus Power: None or one or more but any powers gained through this subtype all have the 
Alien as their source. 
Bonus Feat: none 
Cost: varies 

FIRE SUBTYPE 

This subtype is usually applied to any creature of that is native to volcanic, and other such places 
of incredibly intense heat, places whose high temperature would normally mean life existing in 
them is all but nonexistent. Such creatures are invariably resistant to extreme fire. Many fire sub- 
typed creatures tend to be somewhat vulnerable to extreme cold. 
Bonus Power: none 

Bonus Feat: Endurance, Immunity (Fire) 
Cost: 4 

HENCHMEN SUBTYPE (SPECIAL) 

Henchmen are in many ways like regular character but they do not have, nor can they spend hero 
or villain points. Henchmen take damage just like regular characters and represent those more 
important minions, sidekicks, and the like. 
Bonus Power: none 
Bonus Feat: none 
Cosf; none 



HERO SUBTYPE (SPECIAL) 

Heroes represent those heroic regular characters, the true, and honest to goodness Super 
Heroes. Heroes are able to use Hero Points to help influence events and take damage in all 
ways as normal characters. 
Bonus Power: none 
Bonus Feat: none 
Cosf; none 

IMMORTAL SUBTYPE 

Immortals are commonly those undying individuals who have existed for ages such as higher 
beings, gods and certain other rare types of beings. Immortals are invariably incapable of dying 
through age or disease and almost any other kind of mundane threat except physical violence 
and other such non-naturally occurring extremes. 

Bonus Power: Regeneration [Extras: Back from the Brink; Source: Alien; Cosf: 3/rank] power at 
a power rank equal to their Power Level. 

Bonus Feat: Immunity (Aging, Critical Hits, Disease, Exhaustion, Poison, Pressure, Starvation, 
Suffocation) 

Cosf; 1 6+cost of power 
MOOK SUBTYPE (SPECIAL) 

Mooks represent the rank and file minions and as such do not take damage like regular 
characters. Nor may they use hero or villain points. Mooks who take damage from a lethal strike 
are considered dead, whereas those who take damage from a stun hit are considered knocked 
out. 

Bonus Power: none 
Bonus Feat: none 
Cosf; none 

MUTANT SUBTYPE 

A Mutant is anyone who has been changed or altered in some way, be it through science, gamma 
rays, magical rite, or any other method. A mutant is purely someone who has been changed from 
what they were originally. 

Bonus Power: Any one or more but any 
powers gained through this subtype all 
have the Mutation as their source. 
Bonus Feat: none 
Cosf; varies 

MYSTICAL SUBTYPE 

A mystical creature is either one 
composed of magic, summoned by 
magic, or gifted with magic. Any 
creature that opens themselves to 
magical influences are forever changed 
by them and marked thereafter as 
creatures of magic themselves. 
Bonus Power: Sorcery [Source: 
Mystical; Cosf; 7/rank] power at a power 
rank equal to one quarter their Power 
Level or higher. Most powers gained 
through this subtype all have Mystical as 
their source. 

Bonus Feat: Mystic Awareness 
Cosf; 2+cost of power 

© Marvel Comics 
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PSYCHIC SUBTYPE 

A psychic creature is one whose mind is developed and opened to such an extent that they are 

capable of incredible mental feats and tasks powered only by their will and a thought. Psychic 

beings not only have potent mental abilities at their disposal but have also typically developed 

very strong mental barriers to protect them for the mental powers of others. 

Bonus Power: Telepathy [Source: Psionic; Cost: 2/rank] power at a power rank equal to one 

their Power Level or higher. Most powers gained through this subtype all have Psionic as their 

source. 

Bonus Feat: Psychic Awareness, Indomitable Will 
Cosf; 4+cost of power 

REPTILIAN SUBTYPE 

These creatures are scaly and usually cold-blooded and used to describe creatures that are true 
reptilians. They also typically have acute olfactory receptors, which make them very aware and 
difficult to surprise. 

Bonus Power: Natural Weapon [Source: Alien; Cosf: 2/rank] power at a power rank equal to half 
their Power Level or higher. 

Amazing Save Damage [Source: Alien; Cosf: 1/rank] power at a power rank equal to their Power 
Level. 

Bonus Feat: Scent, See Invisibility 
Cosf; 4+cost of powers 

SHAPESHIFTER SUBTYPE 

Shapeshifters are those creatures that have the ability to assume one or more forms. 

Bonus Power: Shapeshift [Source: Alien; Cosf: 2/rank] power at a power rank equal to their 

Power Level. 

Bonus Feat: Immunity (Transformation) 
Cosf; 2+cost of power 

SPACEBORN SUBTYPE 

This subtype is usually applied to any creature whose natural environment is the airless void of 
space. 

Bonus Power: Always have the Space Flight [Source: Alien; Cosf: 2/rank] power at a power rank 
equal to at least half their Power Level or higher. If the spaceborn creature wishes to be able to 
fly within an atmosphere it may choose to take Flight as a power stunt of this power. 
Bonus Feat: Immunity (Cold, Pressure, Suffocation, Radiation) 
Cost: 8+cost of power 

SPIRIT SUBTYPE 

Spirits are those insubstantial beings that do not exist quite fully in the real word, either because 
they are dead, etheric or otherwise exist in a state of trans-dimensional flux. Spirits are only able 
to interact with our world in a limited fashion or under certain circumstances. 
Bonus Power: Incorporeal [Source: Alien; Cosf: 2/rank] power at a power rank equal to their 
Power Level. 

Bonus Feat: See Invisibility, True Sight 
Cosf; 4+cost of power 

SUBTERRANEAN SUBTYPE 

A subterranean creature is one that dwells and moves underground albeit through naturally 
occurring caves and tunnels or by moving through the earth and rock themselves. Subterranean 
creatures tend to avoid bright light as it hurts their eyes, but can see perfectly in pitch darkness 
naturally. 

Bonus Power: Tunnelling [Source: Alien; Cosf: 2/rank] power at a power rank equal to half their 
Power Level or higher. 
Bonus Feat: Dark Vision 
Cosf; 2+cost of power 
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SWARM SUBTYPE 

A swarm is a group of many fine, diminutive or tiny sized creatures that act together as one 
cohesive unit and for all intent and purposes count as a single organism. 

Bonus Power: Natural Weapon [Extras: Area; Source: Alien; Cost: 3/rank] power at a power rank 
equal to their Power Level. 

Bonus Feat: All Around Vision, Immunity (critical Hits) 
Cosf; 4+cost of power 

Bonus Feat: Talented (choose one science and one 
craft) 

Cosf; 2+cost of power 
TECHNOLOGICAL SUBTYPE 

A technological is one whose abilities stem from some 
advanced gear, science, technology, or knowledge of 
some kind. 

Bonus Power: Super Intelligence [Source: Training; Cosf: 
2/rank] power at a power rank equal to half their Power 
Level or higher. Most powers gained through this subtype 
all have Super Science as their source. 

© 20 ,n Century Fox 

VILLAIN SUBTYPE (SPECIAL) 

Villains represent those vile and reprehensible characters that choose to break the law, harm 
innocents or use whatever resources at their disposal to impress their wills upon those around 
them. Villains are able to use Villain Points to help influence events and take damage in all ways 
as normal characters. 
Bonus Power: none 
Bonus Feat: none 
Cosf; none 



Step F ive: A I ter the Cr eat ur e S ize (Optional ) 

All creatures have a base size that is indicated by the creature's type and covered points wise in 
the cost of the type. However you as the creator may wish your creature to be larger or smaller 
than the base type indicates and here we will provide the tables and costs necessary for making 
your creation larger or smaller than normal. 

Note if you wish your creature to have the ability to grow or shrink as abilities and not have their 
size altered permanently then ignore this step and move on to the next. 



Growing It. 



Rank 


Size 


Att/Def Mod. 


Dimensions 


Weight 


Cost 


0 


Medium 


+0 


4-8 ft. 


60-500 lb 


0 


4 


Large 


-1 


8-16 ft. 


500-4,000 lb 


24 


8 


Huge 


-2 


16-32 ft. 


4,000-32,000 lb 


48 


12 


Gargantuan 


-4 


32-64 ft. 


32,000-250,000 lb 


72 


16 


Colossal 


-8 


64-128 ft. 


250,000-2,000,000 lb 


96 


20 


Awesome 


-16 


128 ft + 


2,000,000 lb + 


120 



When increasing a creature's size, remember also that as with the Growth power you are 
permanently granting them Immovability, Protection and Super Strength at a rank equal to their 
Growth. 
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Shrinking It. 



Rank 


Size 


Att/Def Mod. 


Dimensions 


Weight 


Lifting 


Cost 


3 


Small 


+1 


2 ft. - 4 ft. 


8-60 lb 


X3/4 


6 


6 


Tiny 


+2 


1 ft. - 2 ft. 


1 - 8 lb 


X1/2 


12 


9 


Diminutive 


+4 


6-12" 


1/8-1 lb 


X1/4 


18 


12 


Fine 


+8 


1-6" 


1/16-1/8 lb 


X1/8 


24 


15 


Miniscule 


+16 


1" or less 


1 oz or less 


X1/16 


30 


18 


Infinitesimal 










36 



Infinitesimal creatures are so small they can no longer interact with larger creatures, being no 
bigger than a dust mote effectively. 

For our dragon we want him to be huge and imposing, so we choose to increase its base size to 
Huge. This will cost 48 points, and incur a -2 penalty to all attack and defence scores. However 
on the up side it will provide 8 ranks of Immovability, Protection, and Super Strength to our 
creature because of its new size. This has an immediate impact on our dragon, which is 
beginning to look more terrifying with every second. 

One thing to note here is that the size we have chosen also in a fashion increases our required 
power level as 8 ranks of a power requires us to be at least power level 8, so we now know our 
dragon must be at least power level 8 when we are done as we ALWAYS increase the power 
level of our creation to the highest rank it possesses. This will not determine its final power level, 
mind 



Step Six: Fl esh It Out 

Now we have the basics of our creature determined, we need now to add in any additional feats, 
or powers we want to add to our creature to finish it off as well. 

At this stage we can also begin to further gauge at what power level we want to produce our 
creature, size from the previous design step may also have given us a starting point for power 
level, this in turn will allow us to advance its base attack bonus, base defence bonus and points 
spent on skills to the necessary minimums as determined by our creatures type. 

Included below are some benchmark tables for base attack bonus and powers, these will give 
some idea of the power level our creature will be too. 

Note DO NOT increase any abilities that may be altered by changes from type or subtype UNTIL 
a highest power rank for your final creature has been determined. The reason for this is because, 
until the highest rank is determined the working power level of your creature can change and any 
points spent raising abilities your type will increase is ALREADY factored into the costs of your 
type costs per power level. 

Lefs take a look, at this stage we know our dragon only has a +4 base attack because it is Power 
Level 8 so far because of its size and its type requires its base attack increases by 1 per two 
power levels hence the +4. Looking at the base attack bonus benchmarks we see this would 
mean our dragon is only regular training quality. This is not quite what we want but we wait until 
we have assigned any additional abilities as they may raise the power level of the beast and 
hence our attack bonus to a more fitting level for such a magnificent and terrifying beast. 



So far our dragon now looks like this. 

Dragon 
Huge sized 

Mythical Beast (Aerial, Reptilian, Fire) [Henchmen] [73pp] [10pp] 
Power Level: 8 (so far) 

Str: 18 (+4), Dex: 10 (+0), Con: 20 (+5), Int: 18 (+4), Wis: 19 (+4), Cha: 18 (+4) [43pp] 
Attack Bonus: base +8 (+4 Str, -2 Size) = +10 melee; base +10 (+0 Dex, -2 Size) = +8 ranged 
Defense Bonus: 10 + base +8 (+0 Dex, -2 Size) = 16 
Saves: Dmg: +13, Fort: +5, Ref: +0, Will: +4 
Skills: 

64 points to spend 
Feats: 

Dark Vision, Attack Focus (unarmed), Aerial Combat, Endurance, Immunity (Fire), Scent, See 

Invisibility [cost covered in subtypes above] 

Powers: 

Super Constitution +1 [Source: Alien; Cosf: 2/rank] [2pp] 

Flight - Wings +4 [Flaws: Restricted - wings; Source: Alien; Cosf: 1/rank] has to be at least half 
PL. [4pp so far] 

Natural Weapon - Claws +4 [Source: Alien; Cosf: 2/rank] has to be at least half their PL [8pp so 
far] 

Amazing Save Damage +8 [Source: Alien; Cosf: 1/rank] has to be at PL [8pp so far]. 
Growth +8 [Source: Alien; Cosf: 6/rank] [48pp] 

-Super Strength +8 [Source: Alien; Cosf: n/a] 

-Immovability +8 [Source: Alien; Cosf: n/a] 

-Protection +8 [Source: Alien; Cosf: n/a] 

Considering what else we want to add to complete our dragon we decide to make the following 
changes and additions. 

We want our dragon as a beast of legend and myth to be somewhat sensitive to magic so we 
give it the Mystic Awareness feat this costs us 2pp. We also need to add its ability to breathe 
Fire, we want this to be a very potent ability, befitting of such a legendary creature, as such we 
decide to raise the bar a little again and give our dragon Energy Blast - Fire at rank 14, again as 
this rank is higher than our current power level adding this power raises our power level to match, 
which in turn increases base attack, base defence, and skills again and the respective costs for 
the type at each of the two new power levels. We also check with our subtypes once more and 
ensure any powers granted meet the necessary minimum ranks and re-calculate their point costs. 

Next we also decide to improve our amazing save power, not by increasing its power rank as that 
would increase our power level. Instead we choose to add a couple of Extras in order that we get 
the amazing save power to all saving throw types. Again we recalculate the cost for the power at 
its rank. 

Happy with how our dragon now looks so far we look at out sheet. We see that its highest rank is 
14, which acts as its effective power level for now, so we increase the base attack, base defence 
and skills as well as subtype granted powers to appropriate minimums and add up the new point 
costs. 

At Power level 14 our flight - Wings power is +7, which gives us 35 feet base movement with 
flight, we decide to raise that power a further rank to +8, this new power rank is below our power 
level so cause no more changes on that front. We recalculate the point cost for an extra rank of 
flight and mark it on our sheet. 



Included below are the Base Attack Bonus and Powers benchmark charts as created by Chris 
Finney in order to help you gauge at what level these characteristics should be with your given 
creation. 

As mentioned above our dragons highest rank is its Fiery Breath, which is at Legendary finally 
earning our beast an appropriate title for its power. 



Step Seven: Choose a Weakness 

If appropriate to your creature give it one or more weaknesses as suits your concept. You need 
not give a creature a weakness if you do not believe it needs one however, though as with 
weaknesses for normal character generation each weakness applied gives some points back. 

For our Dragon we do not feel it needs a weakness so we ignore this step and move on to the 
final one. 



Step Eight: Add I t Al I Up 

Now you have all the information you need for your creature, simply make the calculations and 
add up all the costs in order to determine the final (not the working) power level of the creature 
you have created. 

Note a final power level (the power level determined by the total cost of all abilities, types, 
subtypes, and additional alterations) does not increase our base attack etc. as per type, because 
such changes are ONLY made up to the highest rank of any ability the creature possesses (in our 
example the dragons highest ability was +14 so the changes for type were made only up to that 
power level). The power level noted up until this point is only the effective (working) power level 
not the final total calculation power level. 



For our dragon we add up all 
the associated cost as 
follows 

Total Cost = Type (84) + 
Subtypes (10) + Ability 
Scores (43) + Skills (14) + 
Extra Feats (2) + Powers 
(156) =309 

The total cost gives us our 
final power level of 20. 




© Wizards of the Coast 
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Dragon 
Huge sized 

Mythical Beast (Aerial, Reptilian, Fire) [Henchmen] [84pp] [10pp] 
Power Level: 20 (final) 

Str: 18 (+4), Dex: 10 (+0), Con: 20 (+5), Int: 18 (+4), Wis: 19 (+4), Cha: 18 (+4) [43pp] 

Attack Bonus: base +7 (+4 Str, -2 Size) = +16 melee (+19L claws); base +7 (+0 Dex, -2 Size) = 

+12 ranged (+14L Fire breath) 

Defense Bonus: 10 + base +14 (+0 Dex, -2 Size) = 22 
Speed: 30 ft. (fly 40 ft.) 

Saves: Dmg: +19, Fort: +19, Ref: +14, Will: +18 
Skills: 

Listen +20, Spot +20, Search +20, Knowledge - Occult +20, Knowledge - Geography +16, 

Survival +16, 

Feats: 

Dark Vision, Attack Focus (unarmed), Aerial Combat, Endurance, Immunity (Fire), Scent, See 

Invisibility [cost covered in subtypes above], Mystic Awareness 

Powers: 

Super Constitution +1 [Source: Alien; Cosf: 2/rank] [2pp] 

Flight - Wings +8 [Flaws: Restricted - wings; Source: Alien; Cosf: 1/rank] [8pp] 

Natural Weapon - Claws +7 [Source: Alien; Cosf: 2/rank] [14pp] 

Amazing Save Damage +14 [Extras: added save Fort, Reflex, Will; Source: Alien; Cosf: 4/rank] 
[56pp]. 

Energy Blast - Fire +14 [Source: Alien; Cosf: 2/rank] [28pp]. 
Growth +8 [Flaws: Permanent; Source: Alien; Cosf: 6/rank] [48pp]. 

-Super Strength +8 [Source: Alien; Cosf: n/a] 

-Immovability +8 [Source: Alien; Cosf: n/a] 

-Protection +8 [Source: Alien; Cosf: n/a] 



And that is all there is too it! Simple! 

You'll note this dragon statistically is almost identical to the Dragon Steve Kenson converted from 
the Monster Manual to M&M. However our dragon above is PL20 not PL15, this is because the 
conversion methodology Mr. Kenson used, which although great for on the fly conversions does 
not calculate the creatures in all aspects, like size for example, natural attacks and so forth had 
they done the Power level of that dragon would have been much closer to ours above. 



Any reference to Mutants and Masterminds RPG, is Copyright 2002, Green Ronin Publishing; Author Steve Kenson and 
used here with permission as part of E-CORE's Expanded Sets. 

Statistic, Base Attack Bonus and Powers Benchmarks are all part of the Benchmarks Guide v.2, Copyright 2003, Author 
Chris Finney and are used here with permission. 



VIU4NY UN0OUNP 

So you've been playing a superhero game for a long time and someone in the gaming group 
says, "Hey, how about we try a super-villain campaign?" At first, this seems like a good idea. It 
might be fun to try playing on the other side of the law; and not having to worry about the rules 
and regulations. And this could in fact be a fun and fulfilling campaign. Sometimes, though, 
super-villain campaigns can be more of a headache than a joy. 

Before we explore the various challenges and options available in such a campaign, let's first 
define exactly what we mean by the term super-villain. A super-villain can be defined as 
someone who has or does routinely break the major laws of a given government or 
international/interplanetary authority. When we say "major law", we mean something like murder 
or theft and not what we would call a misdemeanor law (like Jay-Walking). Many people who 
qualify for this definition often think of themselves as more heroic than villainous; but in pure 
definition form, they are super-villains. 

The pitfalls to a super-villain campaign are many, but if dealt with can be overcome. Players 
sometimes use these types of campaign as a free-ride to act in any fashion they want; which in 
itself is not a bad thing. But in a "realistic world", the authorities have little tolerance for people 
who wantonly break the law with little regard to public safety. In these situations, a campaign will 
quickly turn into one-shot game instead of a long-running campaign. 



Then there are the societal issues to consider. The Role Playing Hobby has hard enough of a 
time being accepted by society without non-gaming folks hearing that a group is playing a game 




© Marvel Comics 
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where they kill and steal; or worse. The group may care less about such things, but it is 
something to consider; particularly if young kids are part of the game. 

Its' very important for the Gamemaster and the players to sit down together and understand what 
they expect from such a campaign. It should be clearly understood what is expected from every 
person involved as to insure everyone is going to enjoy the game. Yes, this may seem a bit 
much for playing a game, but understanding what everyone expects and wants from such a game 
will help make it more enjoyable and possibly last longer than one night. And after all, those are 
the basic point of Role Playing. 

Super - vil I ain Campaign I deas 

Now that you've decided to play a super-villain campaign, you'll have to decide on the focus of 
the game. What motivates the player characters? Why would they be involved in a super-villain 
team, assuming the game is a group game and not a one-player game? The default type of 
super-villain game is one where the players try to accumulate wealth or power in the easiest and 
fastest way possible. The ultimate goal is to get rich. Such a game would require a Gamemaster 
to be very creative in order to make every game fresh and interesting each time everyone plays. 
There are some other options to consider that often are purely a super-villain campaign; but are 
sometimes are somewhere between villain and hero. 

I 'm misunder stood 

Some heroes begin their heroic careers as relative unknowns who, either by mistake or by the 
machinations of an enemy, are mistaken for a villain. They spend the first part of their heroic 
career trying to win back their good name. Marvel Comic's Spider-Man and DC Comic's Batman 

both debuted under this circumstance. The players 
may find themselves fighting crime at the 
street-level, avoiding the police whenever possible. 
The ultimate goal of most heroes is to eventually 
clear their name and start gaining the reputation that 
they are destined. Or possibly, this is the route that 
drives a hero into becoming a career super-villain. 
The ultimate result of the situation will define the 
ultimate destiny of the character. 

J udge, j ur y and executioner 

Some heroes utilize methods to fight crime that skirt 
the definition of the law, but some will take the 
definition to the point of breaking it. They may truly 
believe they are heroic, doing what needs to be done 
to make the world a better place. Sometimes they 
are motivated by some personal inner demons that 
require them to "do what needs to be done." Marvel 
Comic's Punisher and DC Comic's Vigilante both fall 
under this category. By definition, these heroes are 
actually villains; society may applaud their results, 
but the law finds them a dangerous element that 
must be stopped. Players that follow this category 
will be, effectively, resistance-type fighters; prowling 
the streets, hunting down the criminals that threaten 
society. 




© Todd McFarlane 



Vil I ains f or Hire 

Assassins and mercenaries are a staple of comic book villainy, and ripe for possibilities in the 
Role Playing Arena. The players could travel the world taking on missions from the highest 
bidder. Many supervillian groups fall apart quickly due to infighting or rogue members; the 
mercenary teams often have the necessary discipline to survive stressful and unproductive jobs. 
Marvel Comic's Sinister Syndicate is an example that lasted for a while, battling mainly Spider- 
Man. Playing this option will require one of the players to be the leader (or at least the organizer) 
and have skills necessary to conduct contract negotiations with potential clients. 

Ref or med 

After being beat time and time again by superheroes, some villains decide its' better to work 
within the law than constantly fighting it. While this option is rare, it has been know to occur. The 
best example is Marvel Comic's Thunderbolts. In that example, the villains started out pretending 
to be heroes in a plan to take advantage of the trust earned doing good deeds. The end result, 
though, was that the villains realize that they like being heroes. The challenge of this option is 
earning the public trust and convincing them that the villains are indeed truly reformed. 

Wor king for Uncle Sam 

Sometimes, the government takes the controversial option to obtain super-powered operatives by 
recruited imprisoned supervillains. Offering them clemency in exchange for service, the villains 
can use the opportunity to engineer their escape or find that they get a sense of fulfillment by 
doing some good. The obvious example of this option is DC Comic's Suicide Squad. The 
mixture of government agents, who monitor the villains and the vicious criminals, can make for 
some interesting character interactions. 

M ir r or , mir r or 

Either from a parallel world in another dimension or some evil clone; sometimes the heroes of a 
world find that they have an opposite number that is opposite in moral character as well. Best 
characterized by DC Comic's Crime Syndicate, they often plague the heroes with their evil deeds. 
There is no reason why the players couldn't play a character that is the evil twin of their favorite 
hero PC. It might be interesting to explore the opposite motivations that they first designed for 
their hero PC. A campaign could revolve around the players trying to gain control of the planet or 
gain enough power so they won't be bothered by petty concerns like law and order. 

Resistance is f util e 

An idea presented recently by Pinnacle Game's Savage World Setting called Necessary Evil 
involves a world were the planet Earth is invaded by aliens, all the heroes are killed during the 
invasion and the villains are left to fight for their own survival. Maybe they are fighting for the 
cause of humanity or maybe they just don't like the idea of some outside force conquering the 
planet they have dedicated themselves to conquering. The invaders don't necessarily have to be 
aliens; they could be robot servants that gain sentience or demonic creatures from another 
dimension. Nevertheless, in effect, the players would be resistance fighters fighting for the 
liberation of their planet; even if its' for selfish reasons. 

There are certainly other possibilities and several more sub-set ideas of those listed above. The 
important factor on deciding what kind of super-villain campaign to play in is finding the one that 
best fits the needs of the Gamemaster and players. With a little creativity, a super-villain 
campaign can be a fun, different and challenge that many Gamemasters and players could enjoy. 
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Pulp-€ra Flrche types For Mutants and Masterminds 
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In the 1920's and 30's, a nickel could buy you a magazine made of cheap, pulpy paper with a 
garish and often risque cover that was capable of transporting you to worlds of adventure where 
all men were brave and all women beautiful. Labeled "pulps", after the paper they were printed 
on, they told epic tales of heroic adventure and fantastic vision. Living in this wondrous world 
were a number of iconic character types that lent themselves to high adventure and tales of 
derring-do. Private eyes, intrepid reporters, brilliant inventors, and other men and women of 
adventure were called upon to battle the evil machinations of gangsters, corrupt politicians, mad 
scientists, criminal masterminds, Nazis and even advanced scouts from alien races. The heroes 
of pulp battled evil head-on with a clenched fist or a trusty .38 snub-nose pistol with little regard to 
the danger involved. They were, and still are, the stuff of imagination and dreams. 

These archetypes are not meant to be taken at face value and can be easily altered to best fit the 
style of your individual campaign. It's also possible for a player to use a given archetype as a 
starting point, modifying the template in order to create a unique character. So while these 
archetypes were designed to represent the iconic nature of the pulps, they are ultimately yours to 
use as you see fit. 



THE ADVENTURER: Rich playboys, bored athletes, grizzled Teamsters, The Ail-American Joe, 
and dozens of other types; The Adventurer is a catch-all archetype for all those pulp heroes that 
don't fit neatly within any of the other archetypes. Included in this class are characters with limited 
or defined occupations, such as sidekicks and the many non-femme fatale female characters of 
pulp literature. 

PL 8; Init. +3; Defense 16/13; Spd 30 ft.; Atk +5 melee, +7 ranged; SV Dmg +2, Fort +2, Refl +3, 
Will +2; Str 12, Dex 16, Con 14, Int 14, Wis 14, Cha 12. 

Skills: Drive +6, Gather Information +5, Hide +5, Intimidate +5, Jump +5, Move Silently +5, 
Repair +5, Search +5, Spot +5, Swim +4 
Feats: Headquarters, Hero's Luck 
Powers: - 

Equipment: $100 ($1,368 annual income), .38 snub-nose revolver (+3L Damage), set of normal 
clothes 



THE ARCHAEOLOGIST: While the more academically-inclined Archaeologists are to be found in 
a library, laboratory, or behind a large desk in the museum, this archetype is more likely to be 
found in the jungles of Africa looking for King Solomon's Mine. In this dangerous role, they may 
have to use their brawn as well as their guile to advance their studies. Unfortunately, the local 
authorities in most countries don't see them as heroes rescuing lost artifacts, but rather consider 
them grave robbers and rabble-rousers. 

PL 8; Init. +2; Defense 14/12; Spd 30 ft.; Atk +4 melee, +4 ranged; SV Dmg +2, Fort +2, Refl +2, 
Will +2; Str 14, Dex 14, Con 14, Int 16, Wis 14, Cha 12. 

Skills: Climb +4, Diplomacy +5, Disable Device +5, Drive +4, Gather Information +5, Jump +4, 
Knowledge (Archaeology) +7, Knowledge (Streetwise) +5, Language (Latin, select two more), 
Profession (Professor) +5, Ride +4, Search +5, Spot +4, Survival +4 
Feats: Connected, Improved Disarm 
Powers: - 

Equipment: $100 ($3,111 annual income), bull whip (+2S Damage, Extra: Snare), Webley 
Revolver (+4L Damage), leather jacket, Stetson hat, set of travel clothes 
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THE AVENGER: A mysterious stalker of the 
night, the Avenger is a shadowy figure that is 
dedicated to fighting criminals in the "Big City". 
They assume an alternate identity to help spread 
fear within the criminal community; they 
nonetheless make only a small effort to hide their 
true identity, perhaps only covering their face with 
a simple scarf. Their motivations are often 
unknown, but their effectiveness is apparent by 
the lack of criminal activity within their sphere of 
influence. The Avenger is the progenitor of the 
Golden Age superhero... 

PL 8; Init. +3; Defense 15/12; Spd 30 ft.; Atk +5 
melee, +6 ranged; SV Dmg +2, Fort +2, Refl +3, 
Will +2; Str 14, Dex 16, Con 14, Int 12, Wis 14, 
Cha 14. 

Skills: Acrobatics +5, Diplomacy +5, Drive +5, 
Gather Information +5, Hide +6, Intimidate +6, 
Knowledge (Streetwise) +5, Move Silently +6, 
Search +4, Sense Motive +5, Spot +4, Taunt +4 
Feats: Connected, Startle 
Powers: - 

Equipment: $100 ($1,368 annual income), Mauser pistol (+4L Damage), an appropriate 
"costume" 



THE AVIATOR: During the so-called Pulp Era, airplanes were still a fairly new concept. Most 
people had never actually seen one. Many adventurers raised some money, built a plane and put 
on shows to exhibit their skills. Some raced their planes, while others did stunt shows such as the 
famous Barnstormers of the 1920's. Industrialist Howard Hughes made much of his fortune in the 
burgeoning aviation industry. These daring men, more at home in the wild blue yonder than on 
the ground, were always on the lookout for adventure and the opportunity to make a few bucks. 

PL 8; Init. +3; Defense 16/13; Spd 30 ft.; Atk +4 melee, +7 ranged; SV Dmg +2, Fort +2, Refl +2, 
Will +2; Str 12, Dex 16, Con 14, Int 12, Wis 14, Cha 14. 

Skills: Acrobatics +5, Bluff +5, Drive +6, Intimidate +5, Pilot +7, Repair +5, Search +5, Spot +6, 
Survival +5, Taunt +6 

Feats: Aerial Combat, Attack Focus (Ranged) 
Powers: - 

Equipment: $100 ($1,368 annual income), .38 Snub-nose Pistol (+3L Damage), Hughes H-1 
Airplane (Size: Medium, Move +8, Hardness +10, Armor Bonus +5, Gun +5L, Cost: 20pp), leather 
flight jacket, set of typical clothes. 



THE EASTERN MYSTIC: Hailing from the more remote areas of Asia (such as Tibet), the 
Eastern Mystic is an individual on a quest to uncover the great secrets of the world. Through 
meditation and study they have unlocked the secrets of the mind and are able to tap into their 
psychic potential. When they travel to Western countries, such as America, they often are 
subjected to racism and treated as second-class citizens. The Mystic believes he can change the 
hearts of men by sharing his great wisdom; and if that doesn't work they can always fall back on 
their extensive knowledge of the martial arts (which, by the way, are nearly unknown in the West 
during this period). 
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PL 8; Init. +3; Defense 16/13; Spd 30 ft.; Atk +4 melee, +6 ranged; SV Dmg +2, Fort +2, Refl +3, 
Will +3; Str 12, Dex 16, Con 14, Int 14, Wis 16, Cha 14. 

Skills: Acrobatics +5, Balance +5, Concentration +6, Diplomacy +5, Knowledge (Philosophy) +7, 
Listen +5, Move Silently +5, Sense Motive +5, Spot +5, Survival +5 
Feats: Attack Finesse, Expertise 

Powers: Telepathy +3 [Source: Training; Cosf: 2pp; Total: 6pp] 

Equipment: $50 (Varies), walking staff (+2S Damage), suitable "Eastern" clothes 



THE FEMME FATALE: An irresistibly attractive woman, who leads men into danger for her own 
needs, is the standard definition of a Femme Fatale. A classic situation involving a Femme Fatale 
is the mysterious woman who hires a detective to find an item, only to find that she was using him 
to locate and kill the person who stole the item from her. They are the perfect foils for a trusting, 
heroic adventurer who is often unfamiliar with the wily ways of these wicked women. They are 
dangerous and willing to use their beauty, or anything else, in order to attain their goals. They are 
included with these heroic archetypes because of they often portray themselves as heroic, 
possibly for several months or even years, until they spring their trap and reveal their true nature. 

PL 8; Init. +2; Defense 15/12; Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +1, Fort +1, Refl +2, 
Will +2; Str 12, Dex 14, Con 12, Int 14, Wis 14, Cha 16. 

Skills: Bluff +7, Gather Information +6, Diplomacy +5, Driving +4, Hide +4, Intimidate +5, 
Knowledge (High Society) +7, Move Silently +4, Ride +4, Sense Motive +5, Spot +4, Taunt +5 
Feats: Attractive, Connected 
Powers: - 

Equipment:: $100 ($1,368 annual income), stiletto (+2L Damage), sexy dress 

© Warner Studios 

THE GUMSHOE DETECTIVE: 

Often a washed up former police 
detective, the Gumshoe Detective 
hires out his services to anyone 
willing to pay his fees. More often 
than not, the client turns out to be 
less than honorable and 
frequently doesn't pay up even 
after the detective puts in many 
hours of hard work. Usually broke, 
they are always on the lookout for 
a new client, in part to support the 
ever-faithful secretary who keeps 
his office running from day to day. 
Such is the life of the detective; 
often the only honorable man in a 
world of intrigue and mystery. 

PL 8; Init. +2; Defense 15/12; 

Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +1, Fort +1, Refl +2, Will +3; Str 12, Dex 14, Con 
12, Int 14, Wis 16, Cha 16. 

Skills: Bluff +5, Forgery +4, Gather Information +7, Hide +4, Intimidate +5, Knowledge 
(Streetwise) +5, Listen +4, Profession (Detective) +7, Search +5, Sense Motive +5, Spot +5, 
Taunt +5 

Feats: Connected, Headquarters 
Powers: - 

Equipment: $50 ($684 annual income), .38 Snub-nose Pistol (+3L Damage), ratty trench coat, 
out-of-style suit. 
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THE INVENTOR: Master of gizmos, the Inventor is intrigued by the complexities of metal and 
electricity. He is a master of "Weird Science", an advanced level of mechanics and electronics 
that allows the Inventor to create devices well beyond the everyday capacities of the Pulp Era. 
Not happy just being in the workshop, Inventors want to get out and field-test their inventions 
under real world conditions. Somewhat unkempt, too busy to worry about unimportant things, 
they more than make up for their lack of social decorum through the brilliance of their inventions. 

PL 8; Init. +2; Defense 15/12; Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +2, Fort +2, Refl +2, 
Will +2; Str 12, Dex 14, Con 14, Int 16, Wis 14, Cha 12. 

Skills: Craft (Electronics) +75, Craft (Mechanics) +7, Demolitions +5, Disable Device +5, Driving 
+5, Hide +3, Pilot +5, Science (Choose one) +5, Search +5, Spot +4, Repair +7 
Feats: Headquarters, Photographic Memory, Talented (Craft & Repair) 
Powers: - 

Equipment: $100 ($2,520 annual income), Portable Tool Kit, Unkempt Clothes 



THE KID: Adventure-seeking young kids who try to help out sometimes accompany the heroes of 
the pulps. At first, the Kid appears to be more of a nuisance than a help, but in the end they find a 
way to bring the hero an important piece of information or warn him of approaching danger, 
saving his life and revealing their true worth. Remarkably, the Kid puts himself into danger all the 
time, but always seems to come out of it all unscratched and ready to do it all over again! 

PL 8; Init. +3; Defense 17/13; Spd 30 ft.; Atk +4 melee, +6 ranged; SV Dmg +2, Fort +2, Refl +3, 
Will +1; Str 12, Dex 16, Con 14, Int 14, Wis 12, Cha 14. 

Skills: Acrobatics +5, Balance +5, Hide +7, Knowledge (Streetwise) +7, Move Silently +5, Search 
+6, Sleight of Hand +4, Spot +5, Survival +5, Taunt +5 
Feats: Dodge, Hero's Luck 
Powers: - 

Equipment: $50 ($0 annual income), normal clothes 



THE LAB RAT: In a world in which widespread knowledge of radiation, genetics, and the 
mysteries of outer space are unknown, the Lab Rat seeks to understand the natural mysteries of 
the world around him. In the Pulp Age creatures once thought extinct, evidence of aliens from 
outer space, and emerging powers of the mind strive to keep the Lab Rat on the path to 
discovering the ultimate truths of the universe. As far as he's concerned, there must be a rational 
explanation to these and the myriad other mysteries that confound him on a daily basis. Lab Rats 
may travel the world to uncover the secrets to these mysteries and try to understand them; 
however, their studies just as often lead them into unwanted adventures for which they are not at 
all ready for! 

PL 8; Init. +2; Defense 15/12; Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +2, Fort +2, Refl +2, 
Will +2; Str 12, Dex 14, Con 14, Int 16, Wis 14, Cha 12. 

Skills: Drive +5, Gather Information +4, Profession (Scientist) +7, Science (Choose three) +7, 

Search +6, Spot +5, Repair +5 

Feats: Headquarters, Photographic Memory 

Powers: - 

Equipment: $100 ($2,520 annual income), portable lab kit, lab coat, ordinary clothes 



THE REPORTER: The Reporter is the eyes and ears of the city. Investigating gangsters, corrupt 
politicians and other juicy leads to expose the rotten underbelly of the Big City is what keeps this 
character going. Their self-imposed crusades often cause the Reporter to become embroiled in 
dangerous and deadly adventures. Constantly on the hunt for that next big story, they will 
uncover the secrets that others would rather not be told. 
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PL 8; Init. +2; Defense 15/12; Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +1, Fort +1, Refl +2, 
Will +2; Str 12, Dex 14, Con 12, Int 14, Wis 14, Cha 16. 

Skills: Bluff +5, Diplomacy +5, Driving +4, Gather Information +6, Hide +4, Innuendo +5, 
Intimidate +5, Knowledge (Streetwise) +5, Profession (Reporter) +7, Sense Motive +5, Spot +5, 
Taunt +5 

Feats: Assessment, Connected 
Powers: - 

Equipment: $100 ($1,368 annual income), camera, normal clothes 



© Warner Studios 

' THE SAVAGE LORD: Many of the worlds' more remote 
areas are still unexplored during the Pulp Era. Dense 
jungles, vast deserts, and deep oceans hide lost 
civilizations and monstrous creatures long thought 
extinct. The master of these realms is the Savage Lord. 
Sometimes they were abandoned as children and raised 
by local populations, sometimes they are city dwellers 
who have grown tired of the hustle and bustle and seek 
an escape from the daily grind of life in an industrial 
society. Whatever the reason, they defend their savage 
world from outside interference, but will help those who 
enter their wild kingdom unprepared for its danger or 
those who come with open arms and an honest heart. 

PL 8; Init. +3; Defense 15/12; Spd 30 ft.; Atk +7 melee, 
+7 ranged; SV Dmg +2, Fort +2, Refl +3, Will 
+2; Str 16, Dex 16, Con 14, Int 12, Wis 14, Cha 12. 

Skills: Acrobatics +5, Climb +5, Handle Animal +4, Hide +5, Intimidate +4, Jump +5, Listen +4, 
Move Silently +5, Ride +5, Search +4, Spot +4, Survival +6, Swim +5 
Feats: Animal Affinity (see Crooks!, p. 114), Endurance 
Powers: - 

Equipment: Dagger (+2L Damage), spear (+3L Damage), loin cloth. 




THE STAGE MAGICIAN: Acolytes of the ancient arts and keeper of mystical secrets — at least 
that's how they like to portray themselves. The Stage Magician is just one of the many flavors of 
stage performers popular before the age of television. They frequently find themselves involved in 
adventures through what often appears as nothing more than fate. They are often called upon to 
perform their skills (sleight of hand, hypnosis, and illusion) for pay; however, they just as often 
research ancient mysteries and dusty tomes in search of true mystical power. More often than not 
they seem to fall into situations they are just not prepared for! 

PL 8; Init. +2; Defense 15/12; Spd 30 ft.; Atk +5 melee, +6 ranged; SV Dmg +1, Fort +1, Refl +2, 
Will +5; Str 12, Dex 14, Con 12, Int 14, Wis 16, Cha 14. 

Skills: Concentration +5, Diplomacy +5, Escape Artist +5, Handle Animal +4, Knowledge (Occult) 
+7, Open Lock +5, Profession (Stage Magician) +7, Search +5, Sleight of Hand +6, Spot +5 
Feats: Iron Will, Talented (Escape Artist & Open Lock) 
Powers: - 

Equipment: $100 ($2,500 annual income), portable magic tricks (Gadget +3), tuxedo and cape 

This article originally appeared in Shark Bytes #3 - the unofficial Savage Worlds FANzine - 
www.sharkbytes.info . Some minor changes were made to incorporate material for Mutants and 
Masterminds. Note that equipment is not calculated into the final cost of each archetype; any 
equipment should be purchased rather than bought with Power Points. 
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Comics 



Back in 1992, TSR, Inc. published the Lands of Doom boxed set for their Marvel Super Heroes 
Roleplaying Game. Inside the box was a slim (64 page) book, entitled "Machines of Doom" (by 
Anthony Herring), detailing over 90 of Dr. Doom's nefarious devices, from air cannons to the 
infamous XZ-12 device. An issue of Dragon Magazine (issue #182, 6/1982) listed five more 
devices (in the MARVEL-Phile Article "From within the lands of Doom," by Steven E. Schend). 

Herein are those various devices, converted (to the best of my ability) into Mutants & 
Masterminds format. This article will be broken into six parts, grouped by category: 
Confinements, Defenses, Robots, Vehicles, Weapons, and Miscellaneous. 



Conf inements 

Aquarium Cage (first appearance: Fantastic Four #288) 

A prison designed specifically for the Human Torch, this large glass and steel tank was filled with 
a free-oxygen concentrated liquid. This inert fluid could be breathed like air, but its fluid 
properties inhibited open flames and other forms of external combustion (and so does not allow 
the Human Torch to "flame on"). 

Effect : Neutralize 18; Extras: Duration x2 (Sustained), Nullification; Flaw: Device, Limit-One 
Power (Energy Field/Fire), Range-Touch; Cosf: 2pp; Total: 36pp. 
Hardness : 8 (glass walls of tank), 6 (control panel) 
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Electronic Pain Shackle (first appearance: Fantastic Four #198) 

When this small metal band, covered with electronic circuitry, is placed around a subject's wrist. 
Whenever a character wearing an electronic shackle tries to use a power, his body is wracked 
with intense pain by impulses fired directly into his nerves. 

Effect : Mental Blast 12; Extras: Duration x2 (Sustained), Triggered (when trying to use powers); 
Flaws: Device, Range (Touch), Restricted-Mental Blast only when Triggered; Cost: 2pp; Total: 
24pp. 

Hardness: 8 



Force Cage (first appearance: Fantastic Four #288) 

A prison designed specifically for the Invisible Woman, this device consists of a round metal 
pedestal and a separate control panel. Shimmering bars of force form a sphere around the 
prisoner. The bars of force are attuned to the mental energy frequencies of the force field created 
by the Invisible Woman; if she should try to use he force field to escape, the mental feedback 
causes incredible damage. 

Effect : Snare 12; Extras: Duration x2 (Sustained), Mental Blast, Trigger (Mental Blast on attempts 
to escape Snare with Force Field); Flaws: Device, Range (Touch), Restricted-Mental Blast only 
when Triggered; Cost: 4pp; Total: 48pp. 
Hardness : 10 (cage floor), 6 (control panel) 



Molecular Cage (first appearance: Fantastic Four #288) 

This prison was designed specifically for the Thing, but it proved just as effective at containing the 
She-Hulk. This device consists of a circular steel platform and a separate control panel. A 
hemispherical web of monomolecular chains completely surrounds the prisoner. Anyone passing 
through the web is likely sliced to pieces by the monomolecular chains, which ignore physical 
defenses (such as Armor and Protection), but are affected normally by Force Fields. 
Effect : Energy Field/Kinetic 16; Extras: Duration (Continuous), Phase Attack; Flaw: Device; Cosf: 
3pp; Total: 48pp. 
Hardness: 6 



Neutro-Chamber (first appearance: Fantastic Four #143) 

This confinement is designed to reduce a prisoner's natural abilities and powers, weakening them 
and preventing them from escaping. The device looks like a rectangular glass and steel- 
reinforced tank, just large enough for a tall human to stand comfortably. An invisible gas fills the 
chamber, draining the captive's strength, agility, and constitution, and nullifying superpowers 
(though no ability score is drained below 1). Skills and feats, and mystical and super-science 
abilities, remain unaffected. 

Effect : Neutralize 12; Extras: Drain/Ability 8 [Exfra: All Attributes (all physical ability scores)], 
Duration x2 (Sustained), Nullification; Flaws: Device, Limit-Mutation only, Range-Touch; Cosf: 
4/2pp; Total: 32+8=40pp. 
Hardness : 8 (neutro-chamber), 6 (control panel) 



Plasteel Sphere (first appearance: Fantastic Four #288) 

A prison designed specifically for Mister Fantastic, this device consists of a short metal stand and 
a separate control panel. A transparent bubble of plasteel forms upon the metal stand, 
completely surrounding the captive. The plasteel sphere is porous enough to allow air through, 
but has no seams. 

Effect : Snare 12; Extras: Duration x2 (Sustained); Flaws: Device, Range (Touch); Cosf: 2pp; 
Total: 24pp. Physically breaking out requires a DC 22 Strength check. 
Hardness : 12 (plasteel bubble); 6 (control panel) 
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Power Dampener (first appearance: Fantastic Four #197) 

When this metal helmet is placed upon a subject's head, the power dampener neutralizes all their 
mental & psionic powers. Doom has used it before to cancel the Invisible Woman's powers. 
Effect : Neutralize 12; Extras: Duration x2 (Sustained), Nullification; Flaws: Device, Limit-Mental & 
Psionic powers only, Range-Touch; Cost: 2pp; Total: 24pp. 
Hardness: 8 



Defenses 



UOCTOH DOOM S ARMOR 



Armor, Dr. Doom's Original (first appearance: Fantastic Four #5 [1 st recorded appearance]; 
Fantastic Four Annual #2 [1 st chronological appearance]) 

Dr. Doom's iron-clad face is instantly recognizable to most of the world's population, a fact 
attributable to his famous, high-tech, nuclear powered, computer assisted battle suit. Doom's first 
(and truly "original") set of armor was magically forged at a hidden monastery in the high 
mountains of Tibet; since then, his dark plated armor has been enhanced and repaired by normal 
technological means. Although a skilled practitioner of the mystic arts, Victor von Doom more 
often relies upon his armor for most of his powers. 

Effect : The armor is fashioned of a high-strength titanium alloy. Built into the right wrist is a video 
communicator. To deal with those insignificant fools who would dare to touch Doom, the armor is 
built to generate a massive electric shock on command. The armor is equipped with twin 
jetpacks mounted at the waist, though some suits contain a back-mounted single jetpack. 
Concussive bolts of force can be fired from the gauntlets and faceplate of the armor, though the 
mask only generates force blasts when it is not being worn. The suit's best defense is the force 
field generated by the armor, which has a maximum radius of eight feet (and so can encompass 
others); Doom cannot attack without lowering his force field. Infrared scanners in the helmet 
allow the wearer to detect heat sources, permitting night vision and the ability to see invisible 
persons (unless they do not give off or can somehow mask their heat signature). The armor is 

self-supporting, equipped with internal stores & 
recycling systems for air, food, water, and energy, 
allowing the wearer to survive lengthy periods of 
exposure underwater or in outer space. Optical 
scanners in the helmet allow the helmet's eyepieces 
to be used as high-powered telescopes, and 
parabolic ear amplifiers fitted inside the helmet allow 
Doom to detect extremely faint sounds and unusual 
frequencies within the audible rang for humans. A 
thermo-energizer allows the armor to absorb and 
store solar and heat energy, and use it to power the 
armor's other systems; this system can only be used 
while the force field is deactivated. 
[Effect: Energy Field/Electricity 18; Power Stunts: 
Darkvision, Radio Broadcast, Radio Hearing, See 
Invisible; Extras: Absorption (Boosts; Flaw: 
Absorption only vs. Heat/Solar Energy) 14, BAB 2, 
Energy Blast/Kinetic 16, Flight 8, Force Field 16, 
Immunity 9 (Immunity to Disease, Energy/Cold, 
Energy/Fire, Energy/Radiation, Exhaustion, Poison, 
Pressure, Starvation, and Suffocation ), Protection 12, 
Super-Senses (Flaw: Limited-Hearing only) 10, 
Super-Strength 5, Telescopic Sense/Vision 16; Flaw: 
Device; Cosf: 15/1 3/1 0/9/8/7/5/4/1 pp; Total: 142pp] 
© Marvel Comics Hardness: 12 
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Armor, Doom's Promethium (first recorded appearance: Fantastic Four #350; first chronological 
appearance: Excalibur #39) 

This armor is the product of a mystical merging of Doom's normal armor and the promethium 
armor generated by the Soulsword. The armor appears identical to Doom's normal armor, but 
appears to be made of lustrous steel. Due to the mystical merging of the armors, Doom's 
Promethium Armor granted him all of the abilities associated with his normal armor, but with an 
increase in the amount of protection it offers, and an increase in all his physical attributes. 
Effect : Energy Field/Electricity 18; Power Stunts: Darkvision, Radio Broadcast, Radio Hearing, 
See Invisible; Extras: Absorption (Boosts; Flaw: Absorption only vs. Heat/Solar Energy) 14, BAB 
6, Energy Blast/Kinetic 16, Flight 8, Force Field 16, Immunity 9 (Immunity to Disease, 
Energy/Cold, Energy/Fire, Energy/Radiation, Exhaustion, Poison, Pressure, Starvation, and 
Suffocation ), Protection 14, Super-Constitution 4, Super-Dexterity 4, Super-Senses (Flaw: 
Limited-Hearing only) 10, Super-Strength 8, Telescopic Sense/Vision 16; Flaw: Device; Total: 
185pp. 

Hardness: 14 



Deflection Staff (first appearance: Fantastic Four #352) 

This 6'-long metal quarterstaff is filled with circuitry allowing it to absorb the most punishing blow 
without breaking. Its capabilities as a defensive weapon are tremendous, as it is designed to 
absorb kinetic energies. The staff itself is powerless, fueling its circuitry by absorbing the kinetic 
energy directed against it. 

Effect : Deflection +18; Extra: Reflection; Flaw: Device; Cost: 2pp; Total: 36pp. 

Limitation : Due to the kinetic energy absorbing properties of its circuitry and makeup, the 

deflection staff is useless as an offensive weapon. It absorbs any damage it might do to an 

opponent, dealing only +1S damage, regardless of the strength of the wielder. 

Hardness : 12 

© Marvel Comics 

Inhibitor Ray (first appearance: Fantastic Four #248) 
This device can be added unobtrusively to Doom's armor, so 
its appearance is unknown. When activated, the inhibitor 
ray emits an invisible aura around Doom, the effect of which 
makes it very difficult for enemies to direct any attacks 
against Doom's person. 

Effect : Mind Control 12; Extras: Area, Subtle, Triggered 
(whenever someone within 60 feet of Doom wishes to attack 
him); Flaws: Device, Limited-One Command ("Do not 
consciously attack me"), Range*2 (Touch), Restricted-Mind 
Control only when Triggered; Cosf: 1pp; Total: 12pp. 
Hardness: 2 



Insulato-Shield (first appearance: Fantastic Four #84) 
This piece of defensive equipment is a common sight among 
Doom's robot army. The device - little more than a large, 
thick sheet of metal - offers remarkable protection from the 
front and sides to those carrying it (typically, 2 robot warriors 
stand beside one another and hold the shield in front of 
them). It only offers protection from frontal assault to those 
following behind the individuals carrying it. The entire device 
weighs 400 lbs. 

Effect : Armor 10; Flaw: Ineffective (vs. attacks from above, 
below, or behind); Cosf: 1pp; Total: 10pp. 
Hardness: 10 
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Neuro-Space Field (first appearance: Incredible Hulk #349) 

This small item can be added to the chest plate of Doom's armor. It is a defensive weapon, 
causing intense pain to individuals approaching too close to the monarch. 
Effect : Energy Field/Pain 12; Extras: Area, Mental, Subtle; Flaws: Device; Cost: 4pp; Total: 48pp. 
Hardness: 6 



Plasti-Gun (first appearance: Daredevil #37) 

This unusual device, looking like an exotic handgun, creates a barrier made of a unique type of 
plastic when "fired." It is not an offensive weapon, but rather a way to elude pursuers or entrap 
opponents. 

Effect : Create Object 8; Flaw: Device; Cost: 1pp; Total: 8pp. 
Hardness : 6 (plasti-gun); 8 (plastic wall) 



Power Sphere (first appearance: Fantastic Four#M) 

These baseball-sized glowing orbs are typically used as a defensive system. The spheres are 
attracted to heat, and fly towards a target in a swarm. When enough spheres have covered the 
target so they are completely encased (which requires approximately 50 Spheres for a human- 
sized target), the spheres erupt in a burst of energy, transporting the target to another dimension. 
The spheres are destroyed in the process. 

Effect : Dimensional Travel 10; Power Stunt: Flight 8; Extra: Range (Touch); Flaws: Device, 
Others Only, Uses*4 (1 Use); Cost: 1pp; Cost: 12pp. 
Hardness: 6 



Psionic Refractor (first appearance: Fantastic Four #116) 

This hand-held device consists of a metal handle with a small hexagonal metal frame at the top. 
When activated, a white force field fills the metal frame, and the device can be used to refract & 
reflect mental force bolts. This device was built by Doom from a prototype Reed Richards had 
started. 

Effect : Deflection 14; Extra: Reflection; Flaws: Device, Limited-Mental Blasts only; Cost: 1pp; 
Total: 14pp. 
Hardness: 6 



Tractor Beam (first appearance: Super-Villain Team-Up #6) 

Realizing that intruders can be of more value alive than dead, Doom employs tractor beams as a 
first line of defense to capture aircraft that enter Latverian airspace without permission. The 
borders of Latveria are protected by fifty such devices (in hidden installations), all of which are 
individually manned by a squad of five warrior robots (and three dormant backups) at all times. 
Effect : Telekinesis 16; Extra: Grapple; Flaw: Device; Cost: 2pp; Total: 32pp. 
Hardness : 10 (beam projector) 



Vibration Machine (first appearance: Astonishing Tales [vol. 1]#3) 

Doom built this device as a type of self-destruct for his castle, which rests on a fault line. When 
activated remotely (from up to a mile away), the device causes an earthquake affecting Castle 
Doom and an area of approximately 300 feet beyond it. 

Effect : Plot Device. Anyone caught in the castle walls during the quake suffers a +16L attack 
from falling debris. 
Hardness: 8 
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M iscel I aneous 

Anesthetic Nose Plugs (first appearance: Fantastic Four #352) 

When inserted into the nasal passages of a human (or other nitrogen/oxygen-breathing creature), 
the plugs introduce a strong knock-out gas into the air flow, keeping the victim unconscious. It is 
likely that Doom has about a dozen functional sets of these nose plugs within his headquarters. 
Effect : Fatigue +12; Extra: Removable; Flaws: Device, Range-Touch; Cost: 1pp; Total: 12pp. 
Hardness : 2 

Bio-Enhancer (first appearance: Fantastic Four vs. X-Men #3) 

One of Doom's few devices not geared towards world domination or destruction, this is a healing 

device. It consists of a table surrounded by computer consoles. Energy is showered upon the 

subject on the table, artificially stimulating a body's natural healing processes to its ultimate 

extent, boosting metabolic rates and cell reproduction to effect faster healing. 

Effect : Regeneration 10; Extra: Affect Others; Flaw: Device, Others Only, Slow Recovery (regain 

1 hit/minute, not 1 hit/round); Cost: 1pp; Total: 10pp. 

Hardness : 6 

Development Note : I used Regeneration rather than Healing because the device took a whole 
day to heal a subject. The above device restores 1 lethal and stun hit per minute. 



Body Transferal Ray (first appearance: Daredevil #37) 

Subjects of the device stand within glass cylinders, which are connected to computers and other 
machinery. Spiraling waves of energy surround the subjects, and they suddenly find that their 
minds have switched bodies. Once the transferal is complete, it is permanent, though the 
machine can be used to reverse the effect. 

Effect : Possession 10; Extra: Duration (Continuous); Flaws: Device, Limited-Mind Transfer; 
Others Only, Touch; Cost: 1pp; Total: 10pp. 
Hardness : 8 (cylinders), 4 (machinery) 



Enlarger Ray (first appearance: Fantastic Four #16) 

While trapped in a Microverse after being subjected to his own Reducing Ray (see below), Doom 
tricked the rulers of the microworld he was on into appointing him their court scientist. Doom 
easily took over the microworld, and created an Enlarger Ray that enabled him to return to Earth. 
If used on a non-Microverse dimension, it could presumably cause the target to grow to an 
awesome size. 

Effect : Growth 20; Extra: Affects Others, Continuous, Macroverse; Flaws: Device, Other Only; 
Cosf: 7pp; Total: 140pp. 
Hardness: 6 



Grabber (first appearance: Fantastic Four #6) 

One of Doom's oldest inventions, the grabber is a small foot-long cylinder activated and 

controlled by a hand-held remote control. The cylinder is magnetically attracted to the remote 

control, and will lift nearly anything to move towards the control. This is the device Doom used to 

lift the Baxter Building into Earth's upper atmosphere. 

Effect : Energy Control/Magnetism 14; Flaw: Device; Cosf: 1pp; Total: 14pp. 

Hardness : 10 (cylinder), 6 (remote control) 



Grappler Ray (first appearance: Fantastic Four#M) 

A type of tractor beam, this device was used by Doom to kidnap Alicia Masters. Her kidnapping 

was reported by eyewitnesses as "she seemed to walk on air!" 

Effect : Telekinesis 4; Extra: Range (Sight); Flaw: Device; Cosf: 2pp; Total: 8pp. 

Hardness: 8 
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Hologram Projector (first appearance: Avengers #332) 

This is a two-part device, a projector and transmitter. When activated, the button-sized 
transmitter sends data about the surrounding area to the hand-held projector, and the projector 
displays holographic images in the air depicting the received data. Doctor Doom outfits his 
Doombots and other minions with the transmitters, so that he might observe their actions. 
Effect : ESP 12; Flaw: Device; Cost: 1pp; Total: 14pp. 



Hypno-Persuader (first appearance: Fantastic Four 
#85) 

This device consists of a central metallic, circuitry- 
covered pillar. Radiating from the pillar in a cross 
pattern are four rectangular tables; at the head of each 
table is a helmet which is placed upon the head of the 
subject. The hypno-persuader can subliminally force 
the targets to believe a single statement (such as 
"Doctor Dom is your friend" or "Your powers no longer 
work"), though the target(s) must be asleep for the 
device to work (note that the hypno-persuader itself has 
no means of putting characters to sleep). While under 
the helmets, the target is constantly bombarded by the 
persuasive effect, until they either accept the statement 
as truth or are somehow released. Persuasion lasts 
until something happens to directly contradict the 
statement, at which point the target gets another save to 
shake off the effect. A character who believes their 
powers are gone may attempt a save whenever they 
encounter a situation in which they would normally use 
their powers. 

Effect : Mind Control 10; Extras: Duration (Continuous), 
Mind Blank x2; Flaws: Device; Range-Touch; Cosf: 3pp; 
Total: 30pp. 
Hardness: 8 



Hypnopticon (first appearance: Daredevil #37) 

This cumbersome, immobile machine can be used to place hypnotic commands into the minds of 
others. All within the area of effect (except the operator) are bombarded by flashes of light which 
are timed so that any organic being who views them will be stunned, standing motionless and 
staring only at the lights. Once a character is dazzled by the lights, the operator can induce a 
hypnotic command that either takes effect immediately or lies dormant until triggered by some 
future condition. 

Effect : Stun 8; Extra: Area, Mind Control (w/ Mind Blank x2); Flaw: Device, Restricted-Gaze, 
Restricted-Mind Control only on Stunned targets; Cosf: 2pp; Total: 16pp. 
Hardness: 4 



Idento-Disc and Robot (first appearance: Fantastic Four#M) 

This tiny, tissue-thin plastic disc serves as a homing device. Each disc is remotely linked to one 

of Doom's "light-than-air robots," which look like overweight bald men. The robots are in fact 

merely holograms, making the target think they are being followed by incorporeal, flying spies. 

The discs transmit images of everything within 50 feet of them to Doom's control panel. 

Effect : Illusion 10; Power Stunt: Radio Broadcast; Extra: Area; Flaws: Device, Limited-One Image 

("lighter-than-air robot" following target); Cosf: 1pp; Cost: 12pp. 

Hardness : 2 (disc); 0 (robot) 
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Image Projector (first appearance: Super-Villain Team-Up #2) 

This small device projects a lifelike image of Doctor Doom at any point within his line of sight. 
The device itself can be placed within either arm of Doom's armor, and is activated by flipping 
open a hinged bit of armor and pressing a button. Doom uses the image mainly as a decoy, 
especially when infiltrating an opponent's stronghold. Doom can see, hear, and speak through 
the image. 

Effect : Illusion 14; Extra: ESP; Flaws: Device, Limited-One Image (Dr. Doom); Cost: 1pp; Total: 
14pp. 

Hardness: 2 



Memory Transference Machine (first appearance: Fantastic Four #278) 

The memory transference machine, also referred to as the remembrancer, fills one entire 
chamber within the depths of Castle Doom. Created as a contingency against his own death, the 
machine fills the brain of Doom's chosen heir with all of Doom's memories, effectively replacing 
the personality, memories, mental ability scores, skill ranks, mental and mystical powers of the 
heir with those of Victor Von Doom. 

Effect : Plot Device. The target's original personality and memories can be restored with the use 
of an encoded post-hypnotic command. 
Hardness : 10 

© Marvel Comics 

Multi-Dimensional Transference Center (first 
appearance: DazzlerM) 

This device consists of eight glass cylinders connected 
by steel cables to a large computer console. The 
machine can be used to send subjects into other 
dimensions, and the controller of the device can watch 
the travelers on a video monitor. The controller can 
instantly bring the travelers back into the transference 
center, along with anything they carry with them from the 
other dimension. 

Effect : Dimensional Travel 14; Extras: ESP (Extra: 
Interdimensional; Flaw: Limited-Only to view targets sent 
to other dimensions by the machine), Range (Touch), 
Return; Flaw: Device, Others Only; Cosf: 3pp; Total: 
42pp. 

Hardness: 6 



Null-Time Sequencer (first appearance: Fantastic Four 
#352) 

Though Dr. Doom has developed his own methods and 
mechanisms for time travel, the null-time sequencer is 
the design of some other inventor from outside the 
known universe. During Dr. Doom's undocumented jaunts through other dimensions and times, 
he "acquired" these mechanisms to study. A null-time sequencer allows the wearer to shift 
through time and temporarily inhabit space "outside" of time. 

Effect : Plot Device. The null-time sequencer allows the user up to 5 rounds of activity outside the 
current flow of time, and the longest jump through time allowable with the device is a little over 
one hour into the past or the future. The null-time sequencers do not move the wearer through 
space, only time, but wielders can seem to teleport by shifting outside time for up to 5 rounds and 
moving to the desired location (seemingly instantaneously). 
Hardness: 8 
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Particle Projector (first appearance: Cloak & Dagger [Vol. 2] #10) 

This huge machine was created to eliminate all of the world's nuclear weapons. The device is a 
30 foot tall metal cylinder fitted with numerous pipes, cables, blinking lights, and other machinery. 
It emits a huge stream of glowing particles into Earth's atmosphere when activated, which 
neutralize radioactive isotopes. 

Effect : Plot Device. When the machine is activated, its neutralization particles are sprayed into 
the earth's upper atmosphere. It takes one full day to spread around the entire globe, if the 
optimum atmospheric conditions are present; such conditions have only a 10% chance of 
occurring for one ay of every year. Upon contacting the particles dispersed by this machine, any 
type of radioactive material is immediately neutralized, becoming totally inert. This includes 
materials used in nuclear weaponry, as well as radioactive isotopes used in many types of 
industry, medicine, and science. The neutralization particles are incorporeal, and so can pass 
through virtually any physical shielding around any radioactive materials. Against characters with 
radiation powers (Energy Blast/Radiation, Energy Control/Radiation, Energy Field/Radiation, or 
any other power that is the result of radioactive energies/materials in the target), the particles act 
as a Neutralize/Nullification 20. 
Hardness: 12 



Power Transference Machine (first appearance: Fantastic Four 
#198) 

This potent device is a combination of two separate machines. 
The first is a quartet of large, plastic spheres radiating from the 
center of a huge metal apparatus. The second part is a special 
chair with a receiving dish. Up to four superhuman subjects can 
be placed inside the first machine, one per sphere, and their 
powers will be transferred to the subject strapped into the chair. 
The process takes a full minute to perform, but once complete, the 
subjects in the spheres are powerless, as all their superhuman 
abilities have been transferred to the person in the chair. 
Effect : Plot Device. If the subjects in the spheres escape (either 
by breaking out on their own or by being released by some outside 
force) before the transfer process is complete, the victim's retain 
their powers, but the target in the chair may receive a copy (partial 
or full) of all the powers anyway. 

Hardness : 6 (transfer spheres, control panel); 8 (chair, transfer 
machinery) 



Psycho-Prism (first appearance: Emperor Doom [graphic novel #26]) 

This device consisted of a 10 foot diameter transparent crystal fixed atop a tall metal cylinder. 

The device used and amplified the powers of Zebediah Killgrave, the Purple Man. 

Effect : Plot Device. The Prism amplified the Purple Man's pheromone-based mind control 

powers to encompass the entire globe (as Mind Control 14), though affected targets became 

totally loyal to the device's operator (i.e. Dr. Doom), not the Purple Man. The device has no effect 

on Constructs, nor on organisms that do not need to breathe. 

Hardness: 10 



Reducing Ray (first appearance: Fantastic Four#10) 

This device looks like a large immobile metal beam weapon attached to a computer console by 
thick cables. It can be used to shrink foes down to an infinitesimal size, down to the point where 
they vanish from the Earth dimension and reappear in a Microverse. 

Effect : Shrinking 20; Exfra: Range x2 (Normal), Continuous, Microverse; Flaws: Device, Other 
Only; Cosf: 4pp; Total: 80pp. 
Hardness: 8 
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Sonic Drill (first appearance: Super-Villain Team-Up #2) 

This device can be inserted into the palm of Doctor Doom's armored gauntlet, and emits a 

powerful beam which silently drills through matter. 

Effect : Tunneling 12; Extra: Subtle; Flaw: Device; Cost: 2pp; Total: 24pp. 

Hardness : 6 

© Marvel Comics 



Spider-Finder (first appearance: Amazing 
Spider-Man #5) 

This hand-held device receives impulses given 
off by spiders. Spider-Man gives off a very strong 
and distinct impulse, and this device can be used 
to track him. 

Effect : Detect (Spiders and beings associated 
with spiders); Flaw: Device; Total: 1pp. 
Hardness: 4 



Spider-Wave Transmitter (first appearance: 
Amazing Spider-Man #5) 

This communication device employs a captured 
spider and assorted machinery to emit impulses 
that can be heard by Spider-Man. The impulses 
can easily be tracked back to their source by 
those who receive them. 

Effect : Radio Broadcast; Flaws: Device, Limited- 
Impulse can only be heard by beings closely tied 
with spiders; Total: 1pp. 
Hardness: 2 



Time Displacer (first appearance: Thor #410) 
This device looks like a human-sized steel vice covered with circuitry and blinking lights. Once 
activated, it has the power to hold entire towns in stasis. 

Effect : Plot Device. An area of up to two square miles, up to 5 miles from the Displacer, comes to 
an immediate halt as time stops. While in stasis, characters do not age, hunger or thirst. The 
device does have one major limitation, though — the Displacer requires an awesome amount of 
mystical energy to function. Mjolnir, the Hammer of Thor, was used as the original power source; 
only an artifact of equal might would suffice as a power source. 
Hardness: 8 



Time Platform (first appearance: Fantastic Four#5) 

One of Doctor Doom's most ingenious creation is this functioning time machine. It consists of a 
platform 10 feet by 10 feet by 6 inches and a separate control console. Subjects stand upon the 
platform, while an operator works the controls. The device can transport characters to virtually 
any time and place in Earth's timestream, and the operator can instantly return the travelers by 
manipulating the control console. Doctor Doom does not require the console to return to his own 
time — he can use the time-circuitry built into his own armor, allowing him to venture into time and 
return back on his own without relying on someone to bring him back. 

Effect : Time Travel 20; Power Stunt: Extended Teleport; Extras: Teleport, Trigger-Teleport on 
Time Travel; Flaws: Device, Restricted-Teleport only when Triggered; Cost: 2pp; Total: 40pp. 
Hardness : 8 (platform); 6 (control panel) 
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XZ-12 Device (first appearance: Fantastic Four #23) 

This large machine consists of three glass-and-steel capsules attached to a computer console by 
thick wires. Each capsule can hold one Medium creature. When the device is activated, one of 
the subject's inherent abilities is increased to superhuman levels. It could not grant a human the 
power to fly (because humans cannot fly), but it could give a fast runner ranks in Super-Speed, a 
character skilled in fire-walking the Protection power (only vs. Fire) and the Immunity/Fire super- 
feat, or a skilled hypnotist bona fide Mind Control. The operator determines exactly which 
"inherent ability" is affected, and to what extent. The XZ-12 Device can only be used once on a 
given character, and only to grant the character one permanent power. 

Effect : Plot Device. The XZ-12 Device grants 10 ranks (or so) worth of Super-Feats and Powers 
to each of the three characters in the capsules. For the three examples above, it could grant 
Running 10, Protection 10 [Power Stunt: Immunity/Fire; Flaw: Protection vs. Fire/Heat only], or 
Mind Control 10 [Extra: Mind Blank; Flaw: Restricted-Gaze]. All granted powers have the source 
of Mutation. 
Hardness : 6 

Robots 

Doombots, General Notes 

Doombots are exact mechanical replicas of the real Doctor Doom. They look like him, talk like 
him, and even act like him. Individually, Doombots have an advanced A.I. Program that causes 
them to believe themselves to really be Doctor Doom, and act as Doom unless in the presence of 
the real Von Doom or other Doombots. These imitation Dooms have been created to 
impersonate Doctor Doom when he either cannot be present or is unwilling to risk his own life 
(such as when confronting powerful foes). 

In order to prevent his duplicates from harming or out-performing him, Doctor Doom installs each 
Doombot with a dampener program that reduces all of its Powers by 4 ranks when activated. 
This program is triggered whenever a Doombot enters Von Doom's presence or the presence of 
other Doombots. 

Doombot, Combat (first substantiated or proven appearance: Fantastic Four #5) 
When Doctor Doom is out to defeat an enemy, he often sends a combat Doombot. They act so 
much like the real Doom, it is often impossible for a hero to determine if he is battling the real 
thing or merely a robotic duplicate. Combat Doombots are more heavily laden with weaponry and 
sometimes carry additional weapon systems in addition to the standard armor's capabilities. 
Combat Doombot (construct): PL 16 [247pp]; Init +2 (Dex); Hardness 12; Defense 18 (+6 base, 
+2 Dex); Spd. 30 ft.; Atk +12 melee (+7S, unarmed), +8 ranged (+16S, EB/Kinetic); SV Dmg +12, 
Fort — , Ref +2, Will +2; Str 20, Dex 15, Con — , Int 15, Wis 15, Cha 15. [+0 Hardness, 18 for +6 
BAB, 12 for +6 BDB, 49 abilities = 79pp] 
Skills: None 

Feats: Attack Focus (Unarmed), Darkvision, Immunities (aging, critical hits, disease, energy/cold, 
energy/fire, exhaustion, poison, pressure, starvation, suffocation), Radio Broadcast, Radio 
Hearing, See Invisible. [30] 

Powers: Energy Blast/Kinetic +14 [Source: Super-Science; Cosf: 2pp; Total: 28pp], Energy 
Field/Electricity +18 [Source: Super-Science; Cosf: 2pp; Total: 36pp], Flight +8 [Power Stunt: 
Super-Flight; Source: Super-Science; Cosf: 2pp; Total: 18pp], Force Field +16 [Source: Super- 
Science; Cosf: 2pp; Total: 32pp], Super-Senses +10 [Flaw: Hearing only; Source: Super-Science; 
Cosf: 4pp; Total: 8pp], Super-Skill/Escape Artist +8 [Source: Super-Science; Cosf: 1pp; Total: 
8pp], Super-Strength +2 [Source: Super-Science; Cosf: 4pp; Total: 8pp]. [28+36+18+32+8+8+8 = 
138] 

Note : Inside the head of each Doombot are tiny mechanical arms and tools which enable the 
robot's head to completely assemble the rest of its body. This feature is used to infiltrate enemy 
strongholds - the pieces are sent in separately through a small opening, like a ventilation shaft, 
then the head puts them all together in a matter of minutes. This feature is represented by the 
Super-Skill/Escape Artist power. 
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Doombot, Diplomatic (first substantiated or proven appearance: Fantastic Four #5) 
When Doctor Doom plans to negotiate with others, rather than do battle, he often sends a 
diplomatic Doombot. They act as the real Doom, it is often impossible for a character to detect 
the robot's presence. These Doombots benefit from a more detailed intelligence program than 
the combat units, allowing more detailed talents and easier adjustment to random happenings. 
Diplomatic Doombot (construct): PL 10 [151pp]; Init +2 (Dex); Hardness 10; Defense 18 (+6 
base, +2 Dex); Spd. 30 ft.; Atk +12 melee (+5S, unarmed), +8 ranged (+10S, EB/Kinetic); SV 
Dmg +10, Fort — , Ref +2, Will +0; Str 20, Dex 15, Con — , Int 15, Wis 20, Cha 20. [+0 Hardness, 
1 8 for +6 BAB, 1 2 for +6 BDB, 59 abilities = 89pp] 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, exhaustion, poison, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 

Powers: Energy Blast/Kinetic +10 [Source: Super-Science; Cost: 2pp; Total: 20pp], Flight +8 
[Power Stunt: Super-Flight; Source: Super-Science; Cost: 2pp; Total: 18pp]. [20+18 = 38] 



© Marvel Comics 
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Doom-Knight (first appearance: Fantastic 
Four vs. X-Men #3) 

These robotic guards appear to be winged 
suits of gray plate mail. Standing a silent 
vigil atop the uppermost parapets of 
Castle Doom, these high-tech warriors 
appear to be spear-wielding statues. 
Doom-Knight (construct): PL 7 [108pp]; 
Init +2 (Dex); Hardness 8; Defense 15 (+4 
base, +2 Dex); Spd. 30 ft., Glide 35 ft.; Atk 
+11 melee (+5S, unarmed), +11 melee 
(+15S, Force-Spear), +7 ranged (+10S, 



Force-Spear); SV 
+2, Will +0; Str 20, 
12 for +6 BDB, 15 abilities = 



Dmg +8, Fort 
Dex 1 5, Con — 
45pp] 



Ref 



Int 



Wis 1 0, Cha 1 . [+0 Hardness, 1 8 for +6 BAB, 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 

Powers: Datalink +10 [Source: Super-Science; Cosf: 2pp; Total: 20pp], Flight 7 [Flaw: Limited- 
Gliding; Source: Super-Science; Cosf: 1pp; Total: 7pp]. [20+7 = 27] 
Equipment: Force-Spear [Effect: Weapon +10; Power Stunt: Energy Blast/Kinetic; 
Super-Science; Cosf: 1pp; Total: 12pp] 



exhaustion, poison, 



Source: 



Doomsman I (first appearance: Super-Villain Team-Up Giant Size #2) 

This blue-skinned android appears as a muscular, bald human male. Doom created it to be the 
first of an android army, but soon found it had ideas of its own. After being banished to another 
dimension by Doom, it developed a means to escape and returned as Andro, Lord of Androids. 
Doomsman I (construct): PL 12 [189pp]; Init +3 (Dex); Hardness 12; Defense 21 (+8 base, +3 
Dex); Spd. 30 ft.; Atk +13 melee (+13S, unarmed); SV Dmg +12, Fort — , Ref +3, Will +2; Str 20, 
Dex 17, Con — , Int 15, Wis 15, Cha 15. [+0 Hardness, 24 for +8 BAB, 16 for +8 BDB, 51 abilities 
= 91pp] 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/electricity, energy/fire, 
exhaustion, poison, pressure, starvation, suffocation), Inspire, Leadership, Radio Broadcast, 
Radio Hearing. [30] 

Powers: Dimensional Travel +10 [Source: Super-Science; Cost: 2pp; Total: 20pp], Invisibility +8 
[Source: Super-Science; Cosf: 2pp; Total: 16pp], Super-Strength +8 [Source: Super-Science; 
Cosf: 4pp; Total: 32pp]. [20+16+32 = 68] 
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Doomsman II (first appearance: Fantastic Four #157) 
This 14' tall golden giant was created by Doom to be the ultimate 
killing machine. It was powered by the Power Cosmic, which 
Doom had stolen from the Silver Surfer. 

Doomsman II (construct): PL 17 [254pp]; Init +2 (Dex); 
Hardness 12; Defense 15 (+6 base, 12 Dex); Spd. 40 ft.; Atk +11 
melee (+16S, unarmed), +7 ranged (+18S/L, Power Blasts); SV 
Dmg +12 (Protection 4), Fort — , Ref +2, Will +0; Str 20, Dex 15, 
Con — , Int 10, Wis 10, Cha 10. [+0 Hardness, 18 for +6 BAB, 12 
for +6 BDB, 34 abilities = 64pp] 
Skills: None 

Feats: Attack Focus (Unarmed), Immunities (aging, critical hits, 
disease, energy/cold, energy/fire, exhaustion, poison, pressure, 
starvation, suffocation), Radio Broadcast, Radio Hearing. [26] 
Powers: Cosmic Power +18 [Power Stunt: Dual Damage; Extra: 
Boost; Flaws: Missing Effects (Flight, Force Field, Immunity, 
Transmutation), Source: Super-Science; Cost: 5pp; Total: 92pp], 
Growth +4 [Extra: Duration (Continuous), Innate; Flaw: 
Permanent; Source: Super-Science; Cosf: 7pp; Total: 28pp], 
Super-Strength +7 [Source: Super-Science; Cosf: 4pp; Total: 
28pp]. [92+28+44 = 164] 



Guardian Robot (first appearance: Fantastic Four #198) 
These non-humanoid robots are set to patrol the grounds of Doom's property, control the 
populace, and find and defeat intruders. They appear as a centaur-like cross between a three- 
wheeled motorcycle and tentacle-armed humanoid, with a glowing dome for a head. They are 
usually armed with potent force blasters and knock-out gas dispensers, but just as often use 
extremely powerful ionic lasers; their tentacles have a long reach and are quite deadly in their 
own right. 

Guardian Robot (construct): PL 8 [116pp]; Init +1 (Dex); Hardness 4; Defense 15 (+4 base, +1 
Dex); Spd. 30 ft.; Atk +6 melee (+5S, unarmed), +5 ranged (+8S, Force Blaster) or +5 ranged 
(+12L, Ionic Laser); SV Dmg +4, Fort — , Ref +1, Will +0; Str 15, Dex 13, Con — , Int — , Wis 10, 
Cha 1. [+0 Hardness, 12 for +4 BAB, 8 for +4 BDB, 8 abilities = 28pp] 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, exhaustion, poison, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 

Powers: Datalink +10 [Source: Super-Science; Cost: 2pp; Total: 20pp], EB/Light +12 [Power 
Stunts: Dual Damage, Fatigue; Source: Super-Science; Cosf: 2pp; Total: 28pp], Strike +3 [Power 
Stunt: Extend Reach, Improved Grapple; Source: Super-Science; Cost: 2pp; Total: 10pp]. 
[26+28+10 = 64] 



Hawk Scanner (first appearance: Astonishing Tales [Vol. 1]#6) 
This construct appears at a distance to be a large hawk, though a close examination reveals its 
artificial nature. A powerful laser is concealed inside the hawk's mouth. 

Hawk Scanner (construct): PL 8 [103pp]; Init +2 (Dex); Hardness 4; Defense 15 (+2 base, +1 
Dex); Spd. 30 ft.; Atk +7 melee (+5S, unarmed), +5 ranged (+8S, Force Blaster) or +5 ranged 
(+12L, Ionic Laser); SV Dmg +4, Fort — , Ref +2, Will +0; Str 10, Dex 15, Con — , Int — , Wis 10, 
Cha 1. [+0 Hardness, 6 for +2 BAB, 4 for +2 BDB, 5 abilities = 15pp] 
Skills: Listen +8, Search +8, Spot +8 [no skill ranks]. 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, exhaustion, poison, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 

Powers: Energy Blast/Light+10 [Source: Super-Science; Cosf: 2pp; Total: 20pp], Flight +10 
[Source: Super-Science; Cosf: 2pp; Total: 20pp], Super-Sense +8 [Exfra: Telescopic 
SenseA/ision; Source: Super-Science; Cosf: 3pp; Total: 24pp]. [20+20+24 = 64] 
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Invincible Robot (first appearance: Fantastic Four #85) 
These robots appear as hulking, green humanoids with facial features 
no unlike that of a jack-o-lantern. It moves in a hunched, threatening 
manner, similar to a gorilla. Unfortunately, their killer programming 
overcame them, making them go berserk. 

Invincible Robot (construct): PL 7 [119pp]; Init +11 (+11 Dex); 
Hardness 12; Defense 25 (+4 base, +11 Dex); Spd. 30 ft.; Atk +10 
melee (+11L, unarmed); SV Dmg +12, Fort — , Ref +11, Will +0; Str 20, 
Dex 13, Con — , Int — , Wis 10, Cha 1. [+5 Hardness, 12 for +4 BAB, 8 
for +4 BDB, 13 
abilities = 38pp] 
Skills: None 

Feats: Attack Focus (Unarmed), Immunities (aging, critical hits, disease, energy/cold, energy/fire, 
exhaustion, poison, pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [26] 
Powers: Combat Sense 11 [Source: Super-Science; Cosf: 1pp; Total: 1 1 pp], Super-Dexterity 10 
[Flaw: Limited-the only Dex-based skill affected is Escape Artist, and only for escaping a grapple; 
Source: Super-Science; Cosf: 3pp; Total: 30pp], Super Strength 6 [Source: Super-Science; Cosf: 
4pp; Total: 24pp]. [11+30+24 = 65] 

Weakness: Berserk/Major [Invincible Robots mindlessly attack all other beings, except for other 
Invincible Robots; -10pp]. 



Micro-Sentry (first appearance: Marvel Fanfare #44) 
These miniscule spider-like robots, designed to thwart diminutive intruders, patrol within the 
circuitry of Doom's armor. Located under the robot's "face" is an extendable pincer. Doom's 
armor is patrolled by 20 such sentries at all times. 

Micro-Sentry (construct): PL 8 [118pp]; Init +1 (Dex); Hardness 6; Defense 15/31 (+4 base, +1 
Dex; +16 size); Spd. 30/0 ft.; Atk +9/+25 melee (+5S, unarmed), +5/21 ranged (Snare +8); SV 
Dmg +6, Fort—, Ref +1, Will +0; Str 20, Dex 13, Con — , Int—, Wis 10, Cha 1. [+0 Hardness, 12 
for +4 BAB, 8 for +4 BDB, 13 abilities = 33pp] 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, exhaustion, poison, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 

Powers: Shrinking +15 [Extra: Duration (Continuous), Innate; Flaw: Permanent; Source: Super- 
Science; Cosf: 3pp; Total: 45pp], Snare +8 [Source: Super-Science; Cost: 2pp; Total: 16pp]. 
[45+16 = 61] 



Pacifier Robot (first appearance: Fantastic Four #57) 
This hulking humanoid robot is covered in red metal plates, and has a head consisting of various 
lenses, tubes, and other metallic projections, including a forehead-mounted blaster. Its left hand 
ends in three powerful fingers, while the right is a five-barreled weapons gauntlet. The weapon 
gauntlet contains a powerful adhesive sprayer, a flamethrower, a laser, a machine gun, and a 
stun gun; only one weapon may be fired per round. 

Pacifier Robot (construct): PL 9 [140pp]; Init +2 (Dex); Hardness 12; Defense 18 (+6 base, +2 
Dex); Spd. 30 ft.; Atk +11 melee (+7S, unarmed), +9 ranged (+10L, Blaster), +9 ranged 
(Weapons Gauntlet); SV Dmg +12, Fort — , Ref +2, Will +0; Str 20, Dex 15, Con — , Int — , Wis 
10, Cha 1. [+3 Hardness, 18 for +6 BAB, 12 for +6 BDB, 15 abilities = 45pp] 
Skills: None 

Feats: Attack Focus (Blaster), Attack Focus (Weapons Gauntlet), Immunities (aging, critical hits, 
disease, energy/cold, energy/fire, exhaustion, poison, pressure, starvation, suffocation), Radio 
Broadcast, Radio Hearing. [28] 

Powers: Blaster +10 [Effect: EB/Electricity; Source: Super-Science; Cosf: 2pp; Total: 20pp], 
Super-Strength +2 [Source: Super-Science; Cosf: 4pp; Total: 8pp], Weapons Gauntlet [Effect: 
EB/Fire 12; Power Stunts: EB/Kinetic 6, EB/Light 6, Snare 10, Stun 10; Exfra: Autofire (on 
EB/Kinetic 6); Cosf: 3/2pp; Total: 24+1+1+2+2+6 = 36pp] [20+8+36 = 64] 
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Robotron (first appearance: Dazzler#A) 

This robot appears much like a man in a battle suit. Each arm ends in an energy blaster rather 
than a hand. The construct is used most often as a sentry. 

Robotron (construct): PL 5 [78pp]; Init +1 (Dex); Hardness 6; Defense 15 (+4 base, +2 Dex); 
Spd. 30 ft.; Atk +9 melee (+5S, unarmed), +5 ranged (+10L, Blaster); SV Dmg +6, Fort — , Ref 
+1, Will +0; Str 20, Dex 13, Con — , Int — , Wis 10, Cha 1. [+1 Hardness, 12 for +4 BAB, 8 for +4 
BDB, 13 abilities = 34pp] 
Skills: None 

Feats: Immunities (aging, critical hits, disease, energy/cold, energy/fire, exhaustion, poison, 
pressure, starvation, suffocation), Radio Broadcast, Radio Hearing. [24] 
Powers: EB/Electricity +10 [Source: Super-Science; Cost: 2pp; Total: 20pp]. 



© Marvel Comics 

* Seeker (first appearance: Fantastic Four #144) 

This android looks like a green-scaled humanoid, somewhat 
reminiscent of the Creature from the Black Lagoon. Each arm 
ends in three short metal rods, its mouth is filled with a metal grid, 
and a mechanical "eye" is fixed to the top of its head. The prods 
discharge incredible amounts of nuclear energy into a target struck 
by them, and the "eye" allows it to track the bodily vibrations and 
resonances (heartbeat, brain waves, etc.) of its target; the "eye" 
can detect invisible of hidden targets. 

Seeker (construct): PL 5 [83pp]; Init +1 (Dex); Hardness 6; 
Defense 15 (+4 base, +1 Dex); Spd. 30 ft.; Atk +9 melee (+7S & 
+12L, unarmed); SV Dmg +6, Fort—, Ref +1, Will +0; Str 20, Dex 13, Con — , Int—, Wis 10, Cha 
1 . [+0 Hardness, 12 for +4 BAB, 8 for +4 BDB, 13 abilities = 33pp] 
Skills: None 

Feats: Blind-Fight, Blindsight, Immunities (aging, critical hits, disease, energy/cold, energy/fire, 
exhaustion, poison, pressure, starvation, suffocation), Radio Broadcast, Radio Hearing, Track. 
[30] 

Powers: Energy Field/Radiation +12 [Flaw: Only on "hands"; Source: Super-Science; Cosf: 1pp; 
Total: 12pp], Super-Strength +2 [Source: Super-Science; Cosf: 4pp; Total: 8pp]. 




Silent Stalker (first appearance: Thor #183) 

This robot is designed to locate and terminate specific individuals. It stands on four spindly 
wheeled legs, and supports its crystalline brain with four metallic arms which rise form its 
cylindrical torso. Six beam weapons are spaced evenly around the Stalker's torso; since the 
Stalker can spin in place like a top, all six blasters can be fired at the same target in a single 
round. Oddly enough, despite its name, the Stalker possesses no notable stealth capabilities. 
Note : The Silent Stalker was statted out using the alternate rules for Combat Skills presented in 
the sidebar on pg. 28 of the core Mutants & Masterminds rulebook. 

Silent Stalker (construct): PL 8 [120pp]; Init +2 (Dex); Hardness 6; Defense 13/18 (+1 base, +2 
Dex, +5 more vs. Range); Spd. 35 ft.; Atk +1 melee (+0S), Ranged +8 (+12S or +12L EB/Kinetic 
or Stun +12); SV Dmg +6, Fort — , Ref +2, Will +0; Str 10, Dex 15, Con — , Int — , Wis 10, Cha 1. 
[+0 Hardness, 3+5 for +1 BAB & an additional +5 on Ranged Attacks, 2+5 for +1 BDB & an 
additional +5 on Dodge (Defense vs. Ranged Attack), 5 abilities = 20pp] 
Skills: Listen +10, Search +10, Spot +10, Survival +10 [no skill ranks]. 

Feats: Ail-Around Sight, Darkvision, Immunities (aging, critical hits, disease, energy/cold, 
energy/fire, exhaustion, poison, pressure, starvation, suffocation), Point Blank Shot, Radio 
Broadcast, Radio Hearing, Rapid Shot, Track. [34] 

Powers: Energy Blast/Kinetic +12 [Power Stunt: Dual Damage, Stun; Extras: Autofire, Multifire; 
Source: Super-Science; Cosf: 4pp; Total: 48+4=52pp], Running +1 [Power Stunt: Super-Running; 
Source: Super-Science; Cosf: 2pp; Total: 4pp], Super-Sense 10 [Source: Super-Science; Cosf: 
2pp; Total: 20pp]. [52+4+20 = 66] 
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Swarmbots (first appearance: Fantastic Four Annual #20) 

Swarmbots are small, multi-purpose robots built in a variety of small, beetle-like shapes. Alone, 
they are little threat, but Doom designed them to attack in swarms in order to keep his foes 
occupied or confused. Most ingenious of all is their ability of one swarmbot to combine with two 
others to form a single integrated robot which is more powerful than its component parts. 
Swarmbot (construct): PL 6 [91 pp]; Init +1 (Dex); Hardness 4; Defense 13/19 (+2 base, +1 
Dex/+7 Dex when Integrated); Spd. 30 ft., Fly 20 ft.; Atk +2 melee (+0S/+6S when Integrated, 
unarmed), +4 ranged (+6S/+12S when Integrated, Force Blast); SV Dmg +4, Fort — , Ref +1, Will 
+0; Str 10, Dex 13, Con — , Int — , Wis 10, Cha 1. [+0 Hardness, 6 for +2 BAB, 4 for +2 BDB, 3 
abilities - 13pp] 

Skills: None, though all untrained skill check modifiers increase by +6 when Integrated. 
Feats: Attack Focus (EB/Kinetic), Immunities (aging, critical hits, disease, energy/cold, 
energy/fire, exhaustion, poison, pressure, starvation, suffocation), Radio Broadcast, Radio 
Hearing. [26] 

Powers: Boost/Strength +6 [Extras: Additional Attribute (Super-Science Powers), All Attributes 
(All Ability Scores, All Super-Science Powers), Duration x2 (Sustained - Ranks remain Boosted 
for as long as Swarmbots are integrated); Flaw: Restricted-Only when combined with two other 
Swarmbots; Source: Super-Science; Cost: 5pp; Total: 30pp], EB/Kinetic +6 [Source: Super- 
Science; Cost: 2pp; Total: 12pp], Flight +4 [Power Stunt: Super-Flight; Source: Super-Science; 
Cost: 2pp; Total: 10pp]. [30+12+10 = 52] 



Time-Bot (first appearance: Thor #409) 

Mighty to behold, the Time-Bot is constructed of a glittering red metal. Its head looks like a 
medieval knight's pot helm. It can fly via boot-jets, project a very powerful personal force field, 
and fire a time-ray at foes, banishing them back to Earth's Mesozoic Era (which spans the 
Triassic, Jurassic, and Cretaceous 
periods). 

Time-Bot (construct): PL 11 [169pp]; 
Init +2 (Dex); Hardness 10; Defense 
18 (+6 base, +2 Dex); Spd. 30 ft., Fly 
40 ft.; Atk +11 melee (+11S, 
unarmed), +7 ranged (Time Ray); SV 
Dmg +10, Fort — , Ref +2, Will +0; Str 
20, Dex 15, Con — , Int — , Wis 10, 
Cha 1. [+0 Hardness, 18 for +6 BAB, 
12 for +6 BDB, 15 abilities = 45pp] 
Skills: None 

Feats: Immunities (aging, critical hits, 
disease, energy/cold, energy/fire, 
exhaustion, poison, pressure, 
starvation, suffocation), Radio 
Broadcast, Radio Hearing. [24] 
Powers: Flight +8 [Power Stunt: 
Super-Flight; Source: Super-Science; 
Cost: 2pp; Total: 16pp], Force Field 
+18 [Source: Super-Science; Cosf: 
2pp; Total: 36pp], Super-Strength +6 
[Source: Super-Science; Cosf: 4pp; 
Total: 24pp], Time Ray +12 [Effecf: 
Time Travel +12; Extras: Range x2 
(Normal); Flaws: Limited-Mesozoic 
Period Only, Others Only; Source: 
Super-Science; Cosf: 2pp; Total: 
24pp]. [16+36+24+24=100] 

© Marvel Comics 
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Warrior Robots (first appearance: Fantastic Four #85) 

This purple-and-gray robot is the most commonly seen of all Doom's robots — there are over 
1 ,000 of them built & ready at all times. Though they resemble hulking humans in armor, they are 
obviously constructs. 

Warrior Robot (construct): PL 6 [93pp]; Init +1 (Dex); Hardness 6; Defense 15 (+4 base, +1 
Dex); Spd. 30 ft.; Atk +8 melee (+4S, unarmed), +5 ranged (+10L, Blaster); SV Dmg +6, Fort 
Ref +1, Will +0; Str 18, Dex 13, Con — , Int— , Wis 10, Cha 1. [+0 Hardness, 12 for +4 BAB, 8 for 
+4 BDB, 11 abilities = 31 pp] 
Skills: None 

Feats: Attack Focus (Unarmed), Darkvision, Detect (Heat/Infrared), Immunities (aging, critical 
hits, disease, energy/cold, energy/fire, exhaustion, poison, pressure, starvation, suffocation), 
Radio Broadcast, Radio Hearing. [30] 

Powers: Datalink +10 [Source: Super-Science; Cost: 2pp; Total: 20pp]. 

Equipment: Blaster +10 [Power Stunt: Dual Damage; Source: Super-Science; Cost: 12pp] 



Vehicl es 

Amphibious Skycraft (first appearance: Super-Villain Team-Up #2) 

This vehicle looks much like a small, multi-finned rocket, and is built for both aerial and 
submersible modes of travel. It is meant only for transportation — it bears no weaponry. The 
skycraft has 3 air- and water-tight cabins: the aft cabin (containing the engines), the 
central/midships cabin (equipped with enough space to seat ten passengers), and the 
forward/pilot's cabin upfront. 

Stats : Colossal air/sea vehicle; Speed 10 (in air), 7 (in water); Hardness 8; Armor Bonus 8; 
Features a teleportation device that can teleport up to three passengers at once [Teleport 14; 
Extra: Passengers 3; Flaw: Others only; Cost: 2/1 pp; Total 17pp]; Total Cost: 35pp. 



Bubble Ship (first appearance: Super-Villain Team-Up #13) 

This spherical vessel features a 10' diameter hull made of semi-transparent plasteel, embossed 
with the royal seal of Latveria. The craft turns the tremendous pressure of the very water about it 
to propellant force, allowing it to travel far swifter than most any vessel. 

Stats : Large sea vehicle; Speed 7; 
Hardness 12; Armor Bonus 12; No 
Features; Total Cost: 19pp. 



Excavator (first appearance: 
Astonishing Tales (Vol. 1) #6) 
This vehicle looks like a small 
rocket, and bores through the earth 
by blasting the rock in front of it. It 
has room for ten passengers, and is 
divided into 3 airtight compartments 
(forward, midships, and aft). 
Stats : Colossal subterranean 
vehicle; Speed 8 (can only leave a 
tunnel if traveling at Speed 5 or 
less); Hardness 12; Armor Bonus 
12; Features can tunnel through up 
to hardness 18 material; Total Cost: 
20pp. 

© Marvel Comics 
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Floating Laboratory (first appearance: Fantastic Four#M) 

More akin to a flying headquarters than a vehicle, this huge cigar-shaped craft has the power to 
create normal-looking cloud around itself, and can thus float over populated areas undetected. 
The ship can also be surrounded with a thin layer of dimly shimmering light, which inflicts an 
amazing amount of damage on anyone the onboard computers identify as an intruder. Along with 
the master control room, the vessel contains laboratories, armories, food stores, generators, and 
several trap chambers to hold captured heroes. 

Stats : Awesome air vehicle; Speed 7; Hardness 10; Armor Bonus 10; Features a cloud generator 
[Obscure +10], a disintegration field [Energy Field/Light +14L], and a Level 6 HQ [Features: 
Communications, Computer, Holding Cells, Laboratory, Power System, and Workshop]; Total 
Cost: 43pp. 



Gyroscopic Aircraft (first appearance: Fantastic Four #39) 

This aircraft is a cross between a huge spinning top and a "flying saucer." It is big enough to 

contain a small laboratory, armory, storage chamber, and up to 50 warrior robots. 

Stats : Colossal air vehicle; Speed 12; Hardness 12; Armor Bonus 12; Features six laser cannons 

[EB/Light +12]; Total Cost: 36pp. 

Saucer-Ship (first appearance: Fantastic Four #246) 

This vessel looks like a gold and silver flying saucer with a dorsal fin and two stunted wings. It 
contains two decks: a cargo hold in the lower deck, and the master control room in the upper 
deck. It possesses V.T.O.L. capabilities, can hover in place for extended periods of time, and is 
fully capable of interplanetary flight. 

Stats : Colossal air/space vehicle; Speed 12; Hardness 12; Armor Bonus 12; Features three laser 
canons [EB/Light +16], Non-Detectability [Invisibility 10; Power Stunts: Extra Senses (blindsight, 
hearing, infrared, radar, sonar, ultra-hearing)], Space Flight; Total Cost: 12+12+16+10+6+2 = 
58pp. 



Weapons 

Air Cannon (first appearance: Fantastic Four #87) 

This cumbersome weapon, which requires 3 operators to function, is a common sight atop the 
walls of Castle Doom. It fires a jet of intensified wind, and is a highly effective against aerial 
attacker; as it was specifically designed to defeat the Human Torch, it can also be used as a 
makeshift fire extinguisher. 

Effect : Energy Blast/Kinetic +14; Extras: Neutralize, Trigger (Neutralize on EB/Kinetic); Flaws: 
Device, Limit-Neutralize only on Energy Field/Fire, Restricted-Neutralize only when Triggered; 
Cost: 1pp; Total: 14pp. 
Hardness: 8 



Antimatter Extrapolator (first appearance: Fantastic Four #350) 

This weapon (which looks much like a standard handgun) fires a tight beam of antimatter 
particles. When the beam contacts matter, an explosion results. "An antimatter extrapolator, 
Grimm! It will put a dent even in your thick hide!" 

Effect : Disintegration 18; Extras: Disruption, Explosive Blast; Flaw: Device, Uses (10 shots only); 
Cosf: 2pp; Total: 36pp. 
Hardness: 8 
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Concussion Ray (first appearance: Fantastic Four #288) 

This small hand-held device, which looks similar to a bulky blue crucifix, renders all targets within 

range unconscious by means of a painful, invisible force blast. 

Effect : Energy Field/Fatigue 12; Extra: Area; Flaw: Device; Cost: 2pp; Total: 24pp. 

Hardness : 8 

Design Note : Since Energy Blast and Energy Field have the same base cost/rank despite their 
different actions, range and duration statistics, the above device was designed using the Fatigue 
power, but with the same action, range, and duration as Energy Field. 



Cosmic-Beam Gun (first appearance: Fantastic Four #23) 

This handgun emits a thin beam of cosmic radiation. It was designed with the Fantastic Four in 
mind, specifically the Thing, as it forces the Thing back into his human form as Ben Grimm. 
Against the other members of the Fantastic Four, it merely reduces the effectiveness of their 
cosmic ray-derived powers. 

Effect : Energy Blast/Radiation 10 (+10L); Extras: Drain/Powers (w/ All Attributes & Ranged), 
Triggered-Drain on EB/Radiation; Flaws: Device, Limited-Drain only on Cosmic Ray-derived 
Mutations, Restricted-Drain only when Triggered; Cosf: 3pp; Total: 30pp. The Drain aspect 
requires a Fortitude save rather than a Will save. As the Thing's powers are Drained, he loses 
his Disturbing weakness, until he regains his human appearance once his powers are Drained to 
0 ranks. Once the power ranks start returning, he reverts again to his Disturbing appearance. 
Hardness : 6 

Design Note : The removal of the Thing's Disturbing Weakness while his powers are Drained 
really has no power construction rule equivalent, and since none of the other members of the F4 
possess the Disturbing Weakness, that part of the Cosmic-Beam Gun's function was "fudged." 



Electro-Shock Pistol (first appearance: 
Fantastic Four #84) 

Looking like a super-science pistol made entirely 
of metal, this weapon was designed by Doctor 
Doom specifically to defeat the Human Torch, 
and given to one of his robotic Minions. The 
weapon fires a bolt of intensified electricity, 
which both damage and stuns (Fortitude save to 
resist the Stun effect). If the Human Torch (or 
someone with similar powers) is targeted, they 
lose the power to "flame on," even if they are not 
knocked unconscious. 

Effect : Energy Blast/Electricity +10; Extras: 
Neutralize, Stun, Trigger (Neutralize on 
EB/Electricity), Trigger (Stun on EB/Electricity); 
Flaws: Device, Limit-Neutralize only on Energy 
Field/Fire, Restricted-Neutralize only when 
Triggered, Restricted-Stun only when Triggered, 
Uses (12 shots); Cost: 1pp; Total: 10pp. 
Hardness: 8 



Energy Fist (first appearance: Fantastic Four #31 2) 

This small device, which can be added to the interior of either gauntlet of Doom's armor, enables 
him to create a huge fist comprised of energy, which he can use to grasp, smash, or crush 
opponents. 

Effect : Telekinesis 11; Extras: Energy Blast, Grapple; Flaw: Device, Limited-EB only to inflict 
Grappling damage; Obvious; Cosf: 1pp; Total: 11pp. 
Hardness: 4 
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Entropic Inducer (first appearance: Fantastic Four #352) 

Developed during Dr. Doom's exile, this bulky pistol resembles the standard blaster Doom carries 
in his belt holster. Its ability to scramble nervous-system impulses is effective against nearly any 
living creature, though its most lethal uses are saved for the hated Reed Richards' elastic form 
("My entropic inducer will rearrange your body structure to a state of maximum disorganization!"). 
Effect : Energy Blast/Electricity +12; Extras: Neutralize +12, Paralysis +12, Trigger (Neutralize on 
EB/Electrical), Trigger (Paralysis on EB/Electrical); Flaws: Device, Limited-Neutralize only on 
Body-Altering Powers [Elasticity, Growth, Shrinking], Restricted-Neutralize only when Triggered, 
Restricted-Paralysis only when Triggered; Cost: 2pp; Total: 24pp. A target hit by the beam takes 
damage (Damage save vs. the EB to resist), becomes paralyzed as their nervous system is 
scrambled (Fortitude save to overcome), and they lose control of any form-altering powers they 
may have (Elasticity, Shrinking, etc.; the powers are not shut off, but rather that character loses 
all control of them). 
Hardness: 8 



Fingertip Darts (first appearance: Super-Villain Team- 
Up#7) 

One of Doom's more devious tricks is to fire poisoned 
darts from the fingertips of his Armor. The darts are 
made of steel, and the poison is quite deadly. 
Effect : Energy Blast/Kinetic +6 (+6L); Extras: 
Drain/Ability Score +8, Secondary Effect, Triggered 
(Drain on EB/Kinetic); Flaws: Device, Limited-One 
Attribute (Constitution only), Restricted-Drain only when 
Triggered, Restricted-Poison; Cost: 1pp; Total: 8pp. 
Hardness : 8 

Note : The Restricted-Poison Flaw is a house rule I've made. The effects of such a Power are 
actually from a toxic substance the character spreads. Characters with Immunity (poison) are 
completely unaffected by it, and characters with the Regenerate power add their rank to the 
Fortitude saving throw against the effect (all Powers with this Flaw have their save changed to a 
Fortitude save, if it was not one already). Characters who have the Healing power can add their 
power rank as a bonus to the victims saving throw against the Power (both the initial save and the 
save against any Secondary effects), and the Medicine skill can substitute for a saving throw 
against the effect (initial or Secondary) if the skill check result is higher 




Freeze Grenade (first appearance: Fantastic Four Annual #2) 

This is Victor Von Doom's first recorded invention. It looks something like a metallic melon, 
capable of being held and thrown with one hand. When it goes off, it covers everything in an area 
about 30 feet in diameter with a snowy mass of ice, which ensnares anything in the area of effect. 
Effect : Snare 10; Extra: Area 6; Flaws: Device, Uses x4 (1 use); Cosf: 1pp; Total: 10pp. 
Hardness: 6 



Hyper-Sound Piano (first appearance: Fantastic Four #87) 

Appearing as a normal grand piano situated in an elegant room in Castle Doom, the Hyper-Sound 
Piano becomes an instrument of death with Dr. Doom at the keyboard. The music stand attacked 
above the keyboard can serve as a monitor, allowing Doom to view any room in his castle. When 
a specific combination of chords is played on the piano, ear-shattering hypersonic blasts are 
directed into the room on the monitor, blasts which can either target everyone in the room, or one 
specific target within. Of course, only Doom knows the proper sequence of chords which will 
unleash the hypersonic blast. 

Effect : Energy Blast/Sonic 12; Extra: Area x2 (120 feet radius); Flaw: Device; Cosf: 3pp; Total: 
36pp. 

Hardness: 2 
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Instant Hypnotism Impulser (first appearance: Fantastic Four #40) 

This small rectangular device, which can be concealed in the palm of Doom's armor's left 
gauntlet, emits high frequency energy pulses that home in on a target's inner ear and disrupt their 
sense of balance. Those who succumb to the effect fall to the ground, unable to move or act. 
Effect : Drain/Ability 12; Extras: Ranged, Stun, Subtle, Trigger (Stun on Drain); Flaws: Device, 
Limit-One Attribute (Dexterity only), Restricted-Stun only when Triggered; Cost: 3pp; Total: 36pp. 
Both effects of the device are resisted by Fortitude saves; it has no effect on Constructs. 
Hardness: 2 



Intensified Molecule Projector (first appearance: Marvel Superheroes #20) 
This device is an attachment that can be added to either gauntlet of Dr. Doom's armor. It allow 
him to fire off special intensified molecules at a high velocity. Intensified molecules rapidly grow 
to the size of boulders when exposed to air, providing Doom with a potent missile weapon with 
nearly unlimited ammunition. 

Effect : Energy Blast/Kinetic 12; Flaw: Device; Cost: 1pp; Total: 12pp. 
Hardness: 2 



Ionic Blade (first appearance: Super-Villain Team-Up 




#12) 

This deadly weapon looks like an energized bayonet 
or Bowie knife. The ionic blade can pop out of the 
right forearm of Doom's armor, ready for use in a 
second. The knife uses ionic energy to slice through 
objects and other targets, and can fire bolts of ionic 
energy. 

Effect : Weapon 12; Power Stunt: Extra Attack 
(Energy Blast/Electricity); Extras: Energy 
Field/Electricity; Cost: 2pp; Total: 26pp. 
Hardness: 12 



Metabolic Transmuter (first appearance: Uncanny 
X-Men#145) 

This device appears to be a glowing chrome sphere, 
approximately the size of a baseball. The device is 
thrown at a target, who, if hit, transmutes into organic 
chrome, turning them into an inanimate (but still 
living) statue. An antidote to the transmutation exists, 
which looks exactly like the metabolic transmuter (a 
glowing chrome sphere); when the antidote hits the 
target, the transformation rapidly reverses itself. 
Effect : Transformation 12; Extra: Continuous; Flaws: 



Device, Limited-Only into organic chrome; Cosf: 1pp; Total: 12pp. A user must hit the target with 
the MT; if hit, the target must make a Fortitude save to stave off the Tran formative effects. 
Hardness: 6 



Mini-Missile Launcher (first appearance: Avengers #332) 

This short-barreled weapon can be fixed to either gauntlet of Doom's armor. It fires small heat- 
seeking mini-missiles which are quite powerful for their size. The missiles home in on the 
strongest heat source, and explode on contact. 

Effect : Energy Blast/Kinetic 12 (+12L); Extra: Explosive Blast; Flaws: Device, Uses x2 (3 
missiles); Cosf: 1pp; Total: 12pp. 
Hardness: 8 
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Molecule Displacer (first appearance: Thor #182) 

This device, which looks like a futuristic pistol, has the power to break down and absorb a 
character's very molecules! A target struck by the beam vanishes in a kaleidoscopic flash of light 
as they are broken down into their component molecules, which travel along the beam of energy 
and are absorbed into the weapon's storage unit. The molecule displacer can hold only one 
target at a time; any equipment of the victim is also absorbed. The next time the displacer is 
fired, the wielder can either restore the victim whole & unharmed at the point where the energy 
beam strikes, or scatter his molecules over a wide area, effectively killing him. A character can 
safely be contained within the weapon for 1-10 days (1d20/2), after which time the displacer 
automatically fires (25% chance of an explosion, destroying the device), though the restored 
victim suffers permanent damage of the GM's choosing (such as loss of a power, a missing limb, 
or other disfigurement). 

Effect : Dimensional Travel 12; Extras: Range x2 (Normal); Flaws: Device, Limited-One 
Dimension (the weapon's storage unit); Others Only; Cost: 1pp; Cost: 12pp. 
Hardness: 8 



Nerve Impulse Scrambler (first appearance: Incredible Hulk #349) 

This tiny weapon can be added to a finger on one of Doom's gauntlets. It emits a thin beam that 
interrupts and scrambles nerve impulses to the target's brain, causing the victim to lose control of 
their physical actions. 

Effect : Paralysis 12; Flaw: Device; Cost: 1pp; Total: 12pp. The effect is resisted by a Fortitude 
save. 

Hardness: 2 



Omni-Missile (first appearance: Super-Villain Team-Up #6) 

These are Dr. Doom's high-tech response to heavily-armed invaders, whether on the ground or in 
the air. Omni-missiles protect all of Doom's strongholds, and vary widely in size and shape, but 
never exceed 10 feet in length or 3 feet in diameter. The weapon consists off our separate 
pieces of equipment — a missile launcher, the payload, a control system, and the missile itself. 
The missile can track a target emitting any type of energy (heat, light, radiation, radio waves, 
sound, kinetic/motion, plasma, electricity, etc.), and can be fitted with a variety of different 
payload. Observed payloads include: standard shrapnel, concentrated explosive, high explosive, 
incendiary, knock-out gas, smoke, and tear gas. 

Effect : Standard Shrapnel - EB/Kinetic +12 (+12L); Extra: Detection 8, Explosive Blast; Flaws: 
Device, Uses x4 (1 use); Cost: 1pp; Total: 12pp. 

Effect : Concentrated Explosive — EB/Kinetic +12 (+12L); Extra: Detection 8; Flaws: Device, Uses 
x4 (1 use); Cost: 1pp; Total: 12pp. 

Effect : High Explosive - EB/Kinetic +16 (+16L); Extra: Detection 8, Explosive Blast x2; Flaws: 
Device, Uses x4 (1 use); Cost: 1pp; Total: 16pp. 

Effect : Incendiary — EB/Fire +12 (+12L); Extra: Detection 8, Explosive Blast; Flaws: Device, Uses 
x4 (1 use); Cost: 1pp; Total: 12pp. 

Effect : Knock-Out Gas — Fatigue 10; Extra: Area, Detection 8; Flaws: Device, Uses x4 (1 use); 
Cost: 1pp; Total: 10pp. 

Effect : Smoke - Obscure 8; Extra: Detection; Flaws: Device, Uses x4 (1 use); Cost: 1pp; Total: 
8pp. 

Effect : Tear Gas — Dazzle 8; Extra: Detection, Explosive Blast; Flaws: Device, Uses x4 (1 use); 
Cost: 1 pp; Total: 8pp. 

Hardness : 8 (any omni-missile); 6 (launcher); 4 (control system). 
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Quark Instability Condenser (first appearance: Fantastic Four #352) 

Touted by Doom as his promethium armor's most powerful weapon, the quark instability 
condenser was developed after Doom left Otherplace with his magic-based armor. Extremely 
effective against cyborgs and robots, the condenser (incorporated into one of Doom's gauntlets) 
harnesses a fraction of the binding energies of atomic nuclei and any free energies around or in 
the target, this weapon fires off a quark destabilizing pulse, causing variable damage, apin and 
disruption to its targets. 

Effect : Energy Blast/Electricity +14; Extras: Boost, Boost All Attributes, Neutralize, Paralysis, 
Triggered (Boost on EB), Triggered (Neutralize on EB), Triggered (Paralysis on EB); Flaws: 
Device, Limit-Neutralize only on Super-Science, Restricted-Boost only when Triggered, 
Restricted-see below for further Boost restriction, Restricted-Neutralize only on EB, Restricted- 
Paralysis only vs. Super-Science targets; Cost: 3pp; Total: 42pp. Against non-powered beings 
(beings with no Powers, with Powers with the Training source, or with only mental powers of any 
source), the beam acts as an Energy Blast/Electricity +14. Against targets with inborn physical 
(but not mental) powers (Alien, Mutation, Mystical, or Psionic source), the blast is boosted by an 
amount equal to one-third the target's highest-ranked power. Thus, against the Incredible Hulk, 
whose highest physical power is Super-Strength +12, the beam acts as an EB/Electrical +18 (14 
Base, plus one-third of 12). Against any armored, robotic, or cybernetic target (i.e. those with 
powers with the Super-Science source), add one-third the highest power rank to the damage as 
above, but a Fortitude save (at the same DC as the adjusted Damage) is needed to prevent 
paralysis of the target. An armored/robotic/cybernetic target must also make a second Fortitude 
save (same DC as the Damage/Paralysis) or have their Super-Science powers neutralized. 
Example #1 : Dr. Doom, finding himself in Freedom City, attacks a surprised (and momentarily 
gear-less) Raven with his QIC. Since all her super-attributes come from Training, she only 
suffers the effect of an EB/Electricity +14. 

Example #2 : Dr. Doom, still stuck in Freedom City, next attacks Johnny Rocket with his QIC. 
Rocket's Super-Speed +10 comes from a Mutation, so he suffers the effects of an Energy Blast 
+17 (14, plus one-third his Super-Speed ranks, rounded down). 

Example #2 : Dr. Doom, preparing to leave Freedom City, attacks a pursuing Daedelus with his 
QIC. Daedelus's highest-ranked power is his Armor +10, so the attack is treated as an Energy 
Blast/Electricity +17 (14, plus one-third of 10, rounded down). Daedelus's Armor 10 reduces the 
effect to an EB/Electricity +7, lowering the Damage save DC from 32 to 22. Since Daedelus' 
armor is a Super-Science suit, he must also make a Fortitude save (at DC 27 — 10 + 14 + one- 
third his Armor's rank) or be paralyzed. Daedelus must additionally make a second Fortitude 
save, DC 27, or all his Armor's systems will be Neutralized. 
Hardness: 12 



Rainbow Missile (first appearance: Super-Villain Team-Up #10) 

This device, consisting of a missile launcher, missile payload, a control system, and the missile 
itself, is most commonly used as a surface-to-air weapon for eliminating enemy aircraft or flying 
superhumans. When the missile strikes its target, it explodes in a brief prismatic flash. The 
target appears to vanish, but has actually been shrunk to mere inches in size (a human-sized 
target is shrunk down to 3" tall, other targets are shrunk to a similar 1 :24 ratio). The effects of the 
missile are permanent, but the missile's control system can be used to restore characters and 
objects to their normal size with the push of a button. 

Effect : Shrinking 12; Extras: Duration (Continuous), Range x2 (Normal); Flaws: Device, Others 
Only; Cosf: 3pp; Total: 36pp. 

Hardness : 8 (missile), 6 (launcher), 4 (control system) 



Refrigeration Unit (first appearance: Fantastic Four #23) 

This small device can be added to either gauntlet of Doom's armor. With a touch, the 
refrigeration unit completely encases the target in a block of ice. 
Effect : Snare 10; Flaw: Device, Range (Touch); Cosf: 1pp; Total: 10pp. 
Hardness: 6 
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Ring Imperial (first appearance: Daredevil #38) 

This ring, studded with glorious gemstones and bearing the royal crest of Latveria, is one of the 
Crown Jewels of that country. Through as-yet-unrevealed means, the ring can emit invisible 
waves of energy that cause intense pain in anyone near the wearer. When activated, the ring 
itself glows brilliantly, but only has enough energy for ten consecutive rounds of use. 
Effect : Energy Field/Stun 10; Extra: Area; Flaws: Device, Uses (10 consecutive rounds); Cost: 
1pp; Total: 10pp. The Stun effect is resisted by a Will save, not Fortitude, and Mental Protection 
is an effective defense. 
Hardness: 10 



Stasis Gun (first appearance: Super-Villain Team-Up #3) 

This hand-held weapon (which looks like a short, metal rifle with a forked barrel) places a victim in 

a stasis shell, "freezing" them in place. While so held, they have no need of nourishment or air, 

though they can see, hear, smell, and feel what is happening around them. 

Effect : Paralysis 12; Extras: Duration (Continuous), Immunity 3 (Exhaustion, Starvation, 

Suffocation); Flaws: Device, Uses (10 shots); Cosf: 2/1; Total: 15pp. 

Hardness: 8 



Stun-Shocker (first appearance: Super-Villain Team-Up #3) 

This small weapon, meant to knock opponents unconscious by radiating stunning energy, can be 
added to the inside of either gauntlet of Doom's armor. 

Effect : Energy Field/Stun 14; Extra: Area; Flaw: Device; Cosf: 2pp; Total: 28pp. 
Hardness: 4 



Thermo-Lance (first appearance: Fantastic Four #350) 

This potent weapon consists of a heavy insulated metal rod attached via cables to a massive 

generator. The thermo-lance can channel "over a 
million megavolts of energy" into its victim. Due to the 
massive size of the generator & length of the cables, 
the thermo-lance can only be used on victims within 
100 feet of the generator. 

Effect : Weapon 20 (+20L); Extras: Stun, Trigger-Stun 
on Weapon; Flaw: Restricted-Stun only when 
Triggered; Cosf: 2pp; Total: 40pp. 
Hardness: 8 



Time-Shift Bomb (first appearance: Fantastic Four 
#318) 

This baseball-sized device appears to be a glass 
sphere filled with swirling, multi-colored gases or 
energy. When thrown, it explodes on contact, shifting 
all targets in the blast radius two seconds into the past 
for a few rounds. In effect, the targets are stunned as 
they are sent back and then shuffled forward in time in 
small increments, making them seem ephemeral to 
those unaffected due to the rapid time shuffles. 
Effect : Stun 10; Extra: Area; Flaws: Device, Uses x4 (I 
use); Cosf: 1pp; Total: 10pp. 
Hardness: 6 



© Marvel Comics 
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Vertigo Beam (first appearance: Fantastic Four #246) 

This device can be concealed in a wall, floor, or ceiling, and fires an invisible beam which can 
cause a target to lose all sense of balance and concentration. The device is most commonly 
used as a trap for unsuspecting heroes; Doom has one in a pit trap within the Latverian Embassy 
in New York City. 

Effect : Drain/Ability 10; Extras: All Attributes, Ranged, Subtle, Triggered-when pit trap is set off; 
Flaws: Device, Limited-Dexterity & Wisdom only, Restricted-only when triggered; Cost: 3pp; 
Total: 30pp. 
Hardness: 6 



Vibro-Bomb (first appearance: Fantastic Four #144) 

This device, a metal sphere measuring 10 feet in diameter and covered with electronic circuitry, is 
not truly a bomb. Rather, it is a satellite, one with a terrible purpose - to force everyone on Earth 
to obey only Doom's will. 

Effect : Plot Device. Once in orbit, the Vibro-Bomb sends forth energy across the surface of the 
planet below. Creatures below are immediately affected, their minds drained of thought, readying 
them for the control of Dr. Doom. The effects of the ray last for as long as the vibro-bomb is 
operational. 
Hardness: 8 



Vortex Machine (first appearance: Fantastic Four #200) 

This device, which looks like a huge steel cannon with metal fan blades attached to one end, can 
create an artificial cyclone. 

Effect : Element Control/Air 14, Extra: Area, Energy Blast, Triggered-Energy Blast on Element 
Control; Flaw: Device, Triggered-Energy Blast only when Triggered; Cosf: 3pp; Total: 42pp. 
Hardness: 6 



MARVEL SUPER HEROES is a trademark of Marvel Entertainment Group, Inc. 
All character, device and place names are © Marvel Entertainment Group, Inc. 

DrArcheville © Marvel Comics 



howellib(a)rocketmail.com 
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There is a great deal of products currently availble for Mutants and Masterminds, and several 
more in the works. This is especially true with regard to the Superlink Publishers; whose 
products have exploded almost exponentally onto the market. It can be a challenge to know 
where to look and find many of these fine products. To help in this endevour, we collected as 
much information as possible to present you with a catalog of availabale and future products. 

A few things to remember: 

• Any price information is subject to change. 

• Information on un-released products is subject to change. 

• This information is as acurate as possible up to the time we publish. 

The following information is up-to-date as of the time of publication. Note that it may not be 
completely accurate, so you should check the various companies websites and The Atomic Think 
Tank Forum at Green Ronin's Website for the lastest and most complete information on 
products.. 

Gr een Ronin's P r oducts 



Crooks! 

Basic Concept: Sourcebook (Characters) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com , 

Amazon.com 

Release Price: $27.95 

More than 50 of the world's most dastardly super villains, monsters, 
power-mad sorcerers, and would-be conquerors come alive in this 
lavishly illustrated catalog of criminals conceived, written, and art- 
directed by Super Unicorn design studio! Battle the maniacal Atomic 
Brain, conquer the demon within Johnny Reb, and maybe score a 
date with the Other Woman, mysterious maven of the Clique! 
Crooks! Includes four complete villain headquarters, new powers, a 
host of villainous devices, and an introduction to the META-4 
Universe, first seen in the Mutants & Masterminds core rulebook. 
You'll definitely want to catch these Crooks! 



Foes of Freedom 

Basic Concept: Sourcebook (Characters) 
Publisher: Green Ronin Publishing 
Status: Not Released (Pre-order) 
Where to buy: Green Ronin.com 
Release Price: $23.95 

Freedom City was widely hailed as the best supers sourcebook of all 
time and it won 3 ENnie Awards at GenCon, 2003. Foes of Freedom 
makes the city even better. This new sourcebook introduces dozens 
of devious villains to Freedom City, from the rogue star knight 
Blackstar to the murderous Jack-a-Knives to the vengeful Silver 
Scream. Villain groups like Larceny, Inc. and the Psions provide new 
challenges to Freedom City's protectors, while the book's new feats 
and powers make a great addition to any Mutants & Masterminds 
game. Printed in beautiful full color throughout, Foes of Freedom 
takes Freedom City to the next level. 
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Freedom City 

Basic Concept: Sourcebook (Setting) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $32.95 

Welcome to Freedom City! Players of Mutants & Masterminds were 
introduced to this bustling metropolis in the game's very first 
adventure. Now acclaimed Mutants & Masterminds author Steve 
Kenson presents a complete and detailed city setting for four-color 
superhero adventures. Freedom City includes a detailed history, an 
overview of the city's diverse neighborhoods, scores of locations and 
backdrops, a cast of supporting characters, three complete hero 
teams, and dozens of villains, all ready to use! Freedom City is 
packed with ideas and adventure hooks that make it ideal for players 
and gamemasters of Mutants & Masterminds and other superhero 
RPGs as well. Richly detailed and lavishly illustrated in full color, 
Freedom City is the ideal companion book to the Mutants & 
Masterminds Roleplaying Game. 




Gimmick's Guide to Gadgets 

Basic Concept: Game Aid (Gadget Rules and Sample Gadgets) 
Publisher: Green Ronin Publishing 
Status: Not Released 

Where to buy: Favorite Local Game Store, Green Ronin.com 
Release Price: $25.95 

The gadgeteer is a staple of four-color comics and a popular choice 
for RPG superheroes. Gimmick's Guide to Gadgets builds on the 
gadget rules for Mutants & Masterminds by introducing two new 
powers, Spontaneous Invention and Scientific Genius, and 
expanding the device construction rules. In addition to new rules 
material, the book also includes hundreds of ready-made gadgets 
that can be dropped right into any campaign. Designed by fan- 
favorite Mike Mearls, Gimmick's Guide to Gadgets adds a whole new 
dimension to your Mutants & Masterminds game. 




Mutants and Masterminds Annual #1 
Basic Concept: Game Aid (Rules/Characters) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $24.95 

The Mutants & Masterminds Annual celebrates the game's first 
spectacular year. Its 128 pages are packed with new rules, options, 
and setting information, including expanded rules for power creation, 
weaknesses, battle suits, and hero points. Look back on World War 
II heroes in Legacy and into the future with Freedom City 2525. 
Steve Kenson leads up a design team that includes former Marvel 
Super Heroes RPG developer Steven E. Schend, Wizards of the 
Coast setting search winner Keith Baker, and Time of Crisis author 
Christopher McGlothlin. This is the book Mutants & Masterminds 
players have been waiting for! 
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Mutants and Masterminds Character Record Folio 
Basic Concept: Game Aid (Character Sheets) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $4.95 

Your mighty superhero deserves deluxe treatment and that's where 
the Mutants & Masterminds Character Record Folio comes in. Say 
goodbye to cramming your notes and super powers onto a single 
character sheet, the folio is designed to handle your superhero for 
the entire campaign. Its 16 beautifully designed pages include great 
add-ons like record sheets for your minions, vehicles, and 
headquarters, plus Crime Files that let you track important events 
and NPCs. The M&M Character Record Folio is good for any 
character, from a street-level vigilante to a being of cosmic power. 




Mutants and Masterminds Core Rules, 2" Printing 
Basic Concept: Rule Book (Core Rules) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $32.95 

(Note: 1st printing has sold out) 

Bring four color action to your tabletop with the Mutants & 
Masterminds RPG! This full color, 192-page hardback contains 
everything you need to enter the world of comic book heroics. 
Mutants & Masterminds uses the Open Game License from Wizards 
of the Coast, optimizing the rules for superhero play with point built 
characters and a modular powers system that lets you build exactly 
the character that you want to play. As suits the genre, combat is fast 
and furious and everything in the game can be resolved with a 
single d20. The book also includes an adventure that introduces 
Green Ronin's Freedom City setting and a selection of Hero 
Archetypes that let you jump right into the action. Featuring a 
stunning cover by Wildstorm/DC artist and Ninja Boy creator Ale 
Garza and interior art from such comic industry talents as Dan 
Brereton (The Nocturnals), Sean Chen (Wolverine, Iron Man), Cully 
Hamner (The Authority, Green Lantern: Mosaic), and Kevin Sharpe 
(X-treme X-Men, Gl Joe), Mutants & Masterminds raises the bar in 
RPG presentation while delivering an innovative system sure to 
please gamers and comic fans alike. This is the revised second 
printing, which inputs the errata and includes a detailed example of 
character creation. It is otherwise identical to the 1st printing. 




Mutants and Masterminds Gamemaster Screen 
Basic Concept: Game Aid (GM Screen) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $9.95 

The Game Master's job just got easier with the Mutants & 
Masterminds GM's Screen. Its four sturdy panels have beautiful full 
color art on one side and all the charts and tables you need to play 
the game on the other. There's no pointless filler here, just a thick, 
user-friendly screen that'll look great on your gaming table. 
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Nocturnals: A Midnight Companion 
Basic Concept: Sourcebook (Setting) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $29.95 

Doc Horror's family is looking for new blood in the nighttime war 
against Evil. Enter the shadows of Dan Brereton's acclaimed 
monster-noir masterpiece with this essential Nocturnals sourcebook. 
A Midnight Companion gives you the full story on all your favorite 
Nocturnals characters. Explore the backgrounds of heroes like 
Halloween Girl and the Gunwitch, secret societies like the Nation of 
the Bloodless and the Hideous League, spooky ne'er-do-wells Keera 
the Bat Queen and her wicked goblin servants, as well as the 
dreaded, other-dimensional demons known as the Crim. Delve into 
the haunted legacy of the secreted coastal town of Pacific City, its 
cursed surroundings, and the subterranean ruined city of the soul- 
stealing Skerrll. You'll also be introduced to "The Murder," a new 
group of spectral villains in a never-before-seen 16-page comic 
story. Want more? How about all the rules you need to run a 
Nocturnals campaign with the Mutants & Masterminds RPG? Play 
the Nocturnals themselves or create your own hybrid pulp tough- 
guys or spectral creatures of the night. Co-written by an award- 
winning team-up of Dan Brereton and game designer Chris Pramas, 
A Midnight Companion is perfect for game and comic fans alike. 




Noir 

Basic Concept: Sourcebook (Setting) 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com 
Release Price: $17.95 

With Mutants & Masterminds Green Ronin Publishing brought you 
the best in four-color superhero gaming. Now the Noir sourcebook 
takes M&M to the mean streets. Written by Christopher McGlothlin 
(author of the award-winning Time of Crisis), Noir provides a detailed 
look at the detectives, dames, and darkness of film noir. It includes 
supplemental rules for creating M&M characters, a detailed urban 
backdrop for adventures, and a collection of some of the most 
disreputable types you've ever encountered. The book also includes 
a filmography. Noir is an excellent guide to gritty, street-level 
adventures, either on its own or as a supplement for Green Ronin's 
Nocturnals: A Midnight Companion. Take your Mutants & 
Masterminds game to the mean streets with Noir! 




Time of Crisis 
Basic Concept: Module 
Publisher: Green Ronin Publishing 
Status: Released 

Where to buy: Favorite Local Game Store, Green Ronin.com, 

Amazon.com 

Release Price: $16.95 

The first Mutants & Masterminds adventure is here! Set in the 
exciting world of Freedom City, Time of Crisis sends the heroes on a 
mission with the highest of stakes. What starts as a simple robbery 
escalates until the fate of the world hangs in the balance. It'll take 
more than a cool costume and witty quips to save the day-and the 
world! Like every book in the Mutants & Masterminds line, Time of 
Crisis is presented in full color, with stunning art from comic industry 
professionals. Easily adaptable to any four color superhero setting, 
Time of Crisis is an ideal way to kick off your Mutants & Masterminds 
campaign. 
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Superlink Publisher's Products 



In addition to the fine products that Green Ronin has produced, several other publishers have 
produced products through the Superlink License. Through this license, these publishers can 
create and sell material based on the Mutants and Masterminds Rule System. If Green Ronin 
doesn't sell it, you'll probably find it below! 




1 Appearance: Luminous 
Basic Concept: Sourcebook (Setting) 
Publisher: Blue Devil Games 
Status: Released 
Where to buy: RPGNow 
Release Price: $5.45 

Give your characters some character! Luminous is the second issue 
of the 1 st Appearance line of M&M Superlink products from Blue 
Devil Games. Luminous is a four-armed, purple bear-like alien, who 
by twist of fate came to be a member of the Void Rangers, an 
intergalactic police force. Just how he came to such a life is quite a 
story. Have seat, let me fill your mug. It all began two years ago on 
the planet Charrl when a squadron of the insectoid stagat descended 
upon them.... 1st Appearance: Luminous includes: 



• 41 Origin Archetypes, from the Beast-Blood to the Crazed 
Inventor to the Soldier of Fortune. Each archetype includes 
a detailed description with suggested powers, feats, and 
skills and a unique Origin Feat, a brand-new mechanic to 
give your heroes the four-color treatment. 

• 6 Fully fleshed-out NPC heroes, including the tragic 
Wretch and the intoxicating Absinthe. 

• Extra Crunch: 2 brand new powers, Fear and Nausea; 2 
new extras; and 1 new power stunt. 

Written by Lee Hammock and Justin D. Jacobson, 1st Appearance: 
Luminous features the spectacular color artwork of Danilo Moretti 
and Storn Cook. 




1 st Appearance: T.O.M.C.A.T.S. 
Basic Concept: Sourcebook (Setting) 
Publisher: Blue Devil Games 
Status: Released 
Where to buy: RPGNow 
Release Price: $3.95 

T.O.M.C.A.T.S is the inaugural issue of the 1st Appearance line of 
M&M Superlink products from Blue Devil Games. The TacOps 
Modular Cybernetics Assault Team is a quasi-military organization 
specializing in the development of modular cybernetics. The team is 
comprised of: The leader Knockout, the "brick" Steadfast, and the 
upstart Electrilad. Together, these heroes use their amazing 
hardware to keep the world safe from those who would do it harm. 
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Above and Beyond 

Basic Concept: Sourcebook (High-Level Campaigns) 
Publisher: Valent Games 
Status: Released 
Where to buy: RPGNow 
Release Price: $8.50 

Above and Beyond is an M&M Superlink supplement for cosmic- 
powered games and characters. In its pages you'll find 22 new feats, 
12 new powers, 101 plot hooks, new uses for every skill in the book, 
and over 30 pages on how to run and play in a game with 20th- to 
30th-level heroes. Plus headquarters, NPCs, damage ratings for 
nuclear blasts, and a bare-bones mass-combat system for when 
your hero needs to take on the whole Army... all at once! This 
supplement isn't just for cosmic-powered games, though. Almost all 
of the feats are accessible to 10th-level heroes, and if you're a GM, 
the powers are perfect for villains. Ever wanted to create your own 
pocket universe? Now you can.... 




The Algernon Files 
Basic Concept: Sourcebook (Characters) 
Publisher: BlackWrym Games 
Status: Released 

Where to buy: Favorite Local Game Store, BlackWrym 
Games.com, Amazon.com 
Release Price: $29.95 

"The Algernon Files" is a collection of characters, some friends, 
some most definitely enemies, that can be thrown into practically any 
supers' campaign that's even remotely four-color. It captures a 
degree of modern sensibility in its character design, while keeping 
the silver and bronze age spirit. Face off against the likes of the 
supergenius Prometheus, or an ancient god made flesh in the form 
of The Serpent Queen; decide who's side Hell's Belles are really on, 
or trade blows with the mighty Magog - and if you feel a little 
overwhelmed by all the hostile attention, relax by visiting Fortress, 
expansive HQ for potential allies The Sentinels (Tours of the 
museum and vendor areas are 2-5 PM, weekdays only, thank you), 
the third team to carry on the legacy of their name. 
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Alien Invaders 1: The Taxob-Zhin 
Basic Concept: Sourcebook (Characters) 
Publisher: Ronin Arts 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.50 

Welcome to Ronin Art's Alien Invaders 1: The Taxob-Zhin, the first 
installment in a new series of PDF's for M&M Superlink. Each of the 
PDFs in this series introduces a new alien species complete with 
background information, statistics, combat tactics, and suggestions 
for using it in your M&M Superlink campaign. Although the aliens are 
written up for GM use (as allies or enemies, or both, of the heroes), 
information is provided if the GM wishes to make the Taxob-Zhin 
available as player heroes. This 10-page PDF, written by Michael 
Hammes, details the Taxob-Zhin. The few Taxob-Zhin that remain 
are the remnants of a once prolific and advanced race of trans- 
dimensional aliens that destroyed their home world in their relentless 
drive for technology. Now they roam the dimensions seeking to 
prevent other worlds from meeting the same fate. Alien illustration by 
Bradley McDevitt. Proofreading and Stat Checking by Karsten 
Kopplin and PJ Mason. 
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Alien Invaders 2: The Sauri 

Basic Concept: Sourcebook (Characters) 

Publisher: Ronin Arts 

Status: Released 

Where to buy: RPGNow 

Release Price: $2.50 

Each of the PDFs in this series introduces a new alien species 
complete with background information, statistics, combat tactics, and 
suggestions for using it in your M&M Superlink campaign. Although 
the aliens are written up for GM use (as allies or enemies, or both, of 
the heroes), information is provided if the GM wishes to make the 
Sauri available as player heroes. This 12-page PDF, written by 
Michael Hammes, details the Sauri. The Sauri are a technologically 
advanced race of arrogant, aggressively expansionist and 
imperialistic aliens that continuously seek to expand the reach of 
their galactic empire throughout the universe by force of arms. Alien 
illustration by Bradley McDevitt. Proofreading and Stat Checking by 
Karsten Kopplin and PJ Mason. 



1 20ou collected 
nrctiBGUPes 




— 



2004 Collected Archetypes 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $12.00 

Here is the thing that you have been waiting for the complete 
collection of Devil's Workshop 2003 Archetypes. Each and every 
archetype created in 2004 by Devil's Workshop is here from 
Androids to Demons to Weapon Specialists. This one has it all, 
written by some of the most well known and respected Devil's 
Workshop writers including Leon Collins, Brian Engard, Lee 
Hammock and Wayne Ligon. If you waited till all the archetypes for 
M&M Superlink were collected in one place, well now is the time to 
by. All this for only $12.00! 




Archetype: Amphibian 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

The Amphibian is a being capable of existing in two very different 
environments: underwater and on dry land. Some Amphibians are 
the result of experiments or accidents, while others are mutants or 
members of some long-forgotten semi-aquatic race. This series 
focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only $1 .85!!! Written by Brian Engard. 
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Archetype: Android 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Advanced supercomputers given sentience and human shape, 
androids are created for a particular purpose. They are constructs 
with the tireless strength and cold, objective logic of machines. Most 
are gifted with one or more potent special abilities to aid them in 
performing their duties. This series focus on creating all new 
archetype for gamers of the M&M Superlink systems. These PDFs 
are archetype sheets and additional information about archetypes 
that were not covered in the core rulebook. People looking to 
increase there character types, this is the PDF for you. All this for 
only $1.85! Written by Leon Collins. 





Archetype: Angel 

Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

Suspended between Heaven and Hell, or bound on Earth to serve a 
purpose. Distillations of pure Good, or flawed vessels that try to 
serve a higher power as best they can. Either way, angels stand 
apart from the general run of humanity. For better or worse. This 
series focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only $1 .85! Written by Wayne Ligon. 




Archetype: Cartoon Critter 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Walking, talking, animated animal caricatures, cartoon critters often 
possess useful abilities appropriate to their species and human (or 
near-human) intelligence. Whether torn from an alternate dimension, 
drawn with a magic pen, transformed by strange goo, or ripped from 
an animated television program, these creatures are quite real... 
and invariably strange. This series focus on creating all new 
archetype for gamers of the M&M Superlink systems. These PDFs 
are archetype sheets and additional information about archetypes 
that were not covered in the core rulebook. People looking to 
increase there character types, this is the PDF for you. All this for 
only $1.85! Written by Leon Collins. 
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Archetype: Chemical 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Chemicals are beings that are able to manipulate the physical 
composition of their bodies. This ability generally allows a Chemical 
to take on the properties of a substance or periodic element, making 
their powers diverse and variable. This series focus on creating all 
new archetype for gamers of the M&M Superlink systems. These 
PDFs are archetype sheets and additional information about 
archetypes that were not covered in the core rulebook. People 
looking to increase there character types, this is the PDF for you. All 
this for only $1.85! 
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Archetype: Composite 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Mutants fitted with bionic limbs, enhanced sensory systems, or 
advanced weapon suites, composites are more than human, but not 
quite machine. Beneath the cold, unyielding might of their 
mechanical extremities, they nurse mortal souls. Alone, they walk a 
razor's edge, a part of neither world. This series focus on creating all 
new archetype for gamers of the M&M Superlink systems. These 
PDFs are archetype sheets and additional information about 
archetypes that were not covered in the core rulebook. People 
looking to increase there character types, this is the PDF for you. All 
this for only $1 .85! Written by Leon Collins. 
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Archetype: Construct 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Constructs are masses of some inert material, given sentience. The 
minds of these creatures, whether human, mystical, or 
extraterrestrial in nature, usually become somewhat inimical to 
humanity at large, imprisoned as they are in bodies of metal, stone, 
energy, or even some alien substance. Constructs are often roughly 
humanoid, though some are utterly inhuman in body as well as 
mind. This series focus on creating all new archetype for gamers of 
the M&M Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only $1 .85! Written by Leon Collins. 
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Archetype: Cyborg 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Cyborgs are hybrid beings, creatures made of both flesh and 
machinery. A Cyborg rarely starts its life as such; instead, it is 
generally a normal member of its species that undergoes a 
transformation. This series focus on creating all new arcetype for 
gamers of the M&M Superlink systems. These PDFs are archetype 
sheets and additional information about archetypes that were not 
covered in the core rulebook. People looking to increase there 
character types, this is the PDF for you. All this for only 185 Cents! 
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Archetype: Demigod 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

These children of the gods are often half human, and as a result, 
their might is considerably less than that of their progenitors. They 
are, however, far from ordinary. Whether they posses otherworldly 
strength, godly artifacts, or an extraordinary affinity for magic, 
demigods are sure to stand apart from mere mortals. This series 
focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only $1 .85! Written by Leon Collins. 




Archetype: Demon 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Monsters, liars, and emissaries of dark powers. Damned souls, or 
just bruised ones who have looked in dark places for far too long - 
any of these can fit the title of 'demon'. And some can very literally 
indeed... This series focus on creating all new archetype for gamers 
of the M&M Superlink systems. These PDFs are archetype sheets 
and additional information about archetypes that were not covered 
in the core rulebook. People looking to increase there character 
types, this is the PDF for you. All this for only $1 .85! Written by 
Wayne Ligon. 
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Archetype: Plantlife 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Most super-heroes are flesh and blood, usually mammalian or 
perhaps reptilian. However, some heroes descend from life forms 
other than animals. A Plant is a living, thinking, completely sentient 
form of vegetable life. This series focus on creating all new 
arcetype for gamers of the M&M Superlink systems. These PDFs 
are archetype sheets and additional information about archetypes 
that were not covered in the core rulebook. People looking to 
increase there character types, this is the PDF for you. All this for 
only 185 Cents! 




robots 





1 



Archetype: Robots 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

The Robot is an artificial construct, created and programmed for a 
specific purpose. Some Robots gain a form of sentience, and are 
able to act outside of the parameters of their programming from time 
to time. This series focus on creating all new arcetype for gamers of 
the M&M Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only 185 Cents! 
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Archetype: Sharpshooter 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Wielding their chosen weapons with almost supernatural accuracy, 
sharpshooters are highly trained combatants wholly dedicated to 
perfection. They strike from a distance with deadly precision. 
Ultimately, it matters little whether or not a particular target knows 
he's under attack. A Sharpshooter's aim is always true. This series 
focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and 
additional information about archetypes that were not covered in the 
core rulebook. People looking to increase there character types, this 
is the PDF for you. All this for only $1 .85! Written by Leon Collins. 
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Archetype: Super-Soldier 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Super-soldiers are the products of advanced training programs and 
experimental treatments designed to create the ultimate fighting 
machine. They are given abilities beyond that of mortal men and 
then trained to use them to the best of their enhanced abilities. This 
series focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and additional 
information about archetypes that were not covered in the core 
rulebook. People looking to increase there character types, this is the 
PDF for you. All this for only $1 .85! 
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Archetype: Weapon Specialist 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

The Weapon Specialist is the undisputed master of his chosen 
weapon. Most of his powers are associated in some way with his 
weapon, whether they are skills and moves learned with that 
particular weapon, or abilities that come from the weapon, itself. This 
series focus on creating all new archetype for gamers of the M&M 
Superlink systems. These PDFs are archetype sheets and additional 
information about archetypes that were not covered in the core 
rulebook. People looking to increase there character types, this is the 
PDF for you. All this for only $1 .85! 
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Argonauts 

Basic Concept: Sourcebook (Setting) 
Publisher: 1001 Designs 
Status: Not Released 
Where to buy: Not available 
Release Price: Not available 

It is a time of legends. Mythology runs in the veins of the people. 
Who will step forward and take up the mantle of the hero? The son of 
a king, the daughter of a god, or the orphaned child of mystery? The 
call to greatness pounds in the ears of every mortal that draws 
breath. With every splash of your heart, an epic adventure is 
summoning you to be part of it. It says, "If you will only give yourself 
to me, dear child of the Achaeans, I will raise you above all others, 
up to the pinnacle of this Age. They will look to you and say, 'That is 
how a life is to be lived.' I will burn you bright and fast, and you will 
not last long. But, I will make of you a beacon that shines eternal. 
And you shall never truly die." This is the promise made to every 
hero, and the bargain, once made, is never broken. Argonauts is the 
first "genre book" published under the M&M Superlink license, 
reaching beyond spandex vigilantes to the superheroes of Classical 
mythology, the warriors and demigods of Greek legend. Argonauts is 
not just a sourcebook, but a full-fledged genre-based adaptation. 
While the book will pay passing homage to Greek heroes in modern 
comic books (Hercules, Amazons, etc.), its main focus will be on epic 
adventures in Mythic Greece. Argonauts includes new mechanics 
for: 

■ Myth: What makes a hero a hero. 

■ Fate: The process that inevitably drives each hero to a 
fitting and tragic end. 

■ Invoking the Gods: Getting help (and harm) from the 
divine. 

■ Hubris: Human arrogance and the punishment of the gods. 

■ Mythic Beasts & Mythic Tasks: Real heroes prove their 
worth. 

Ultimately, Argonauts is about the same things that M&M is about: 
following your passions and dealing with the aftermath, love and 
violence, life and death, power and responsibility. 




The Bad Guys 

Basic Concept: Sourcebook (Characters) 
Publisher: Plain Brown Wrapper Games 
Status: Released 

Where to buy: Lulu.com (Print), RPGNow (PDF) 
Release Price: $28.13 (Print), $12.95 (PDF) 

A compendium of every sort of crime and wickedness, this book 
contains more than fifty of the world's most despicable supervillains. 
This volume holds enough goons, creeps, crooks, monsters, 
madmen and maniacs to trouble your players for months on end. 
From cackling arch-fiends to sneering street thugs, if you want scum 
in capes — we've got 'em! Comes with everything you see here, 
including more than one hundred separate adventure seeds that will 
let you start using these villains straight out of the box. Serving all 
your needs for crime at pennies on the dollar, no batteries are 
required (unless you're reading this on a laptop), and neither is any 
specific campaign world — these super-scoundrels fit right in 
anywhere! So pick up a copy and start crushing the forces of 
decency today! It's time to don the bicycle helmet of villainy and 
head-butt the smirking face of justice! 
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The Cadre 

Basic Concept: Sourcebook (Characters) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $4.00 

Batman has the Joker, Captain America has the Red Skull, Gl Joe 
has COBRA, and Archangel has the Cadre. The most notorious 
criminal organization of the M&M Superlink universe, the Cadre is 
an organized criminal/terrorist group bent on global authority and 
other wicked endeavors. In this book, its inner workings are 
revealed of the organization with write-ups for weapons, vehicles, 
NPCs, and the amazing leader Obsidian King with his inner circle; 
the Blood Queen, Obsidian Bishop, Blood Knight, Obsidian Rook 
and Blood Rook. This sourcebook is not to be missed. 
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Choas Effect: Betrayal 

Basic Concept: Game Aid (Adventure Ideas) 

Publisher: Devil's Workshop 

Status: Not Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: Not available 

Each Chaos Effect book takes a major event or occurrence that 
could have interesting and out of the ordinary repercussions on your 
campaign and examines it thoroughly from every angle possible. 
Great examples of these in the superheroes genre would be DC 
Comic's Crisis on Infinite Earth or Marvel Comics original Secret 
Wars. The Chaos Effect line supplies Game Masters advice on 
staging the event, involving the PCs, and making the necessary 
changes to the campaign that result naturally from any powerful and 
major influencing event. Put plainly, the Chaos Effect gaming line for 
M&M Superlink is everything you need to make that event a part of 
your own normal ongoing regular campaign. The focus with these 
books is that it is your campaign - the Chaos Effect books are 
merely a guide. 
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Choas Effect: Warzone 

Basic Concept: Game Aid (Adventure Ideas) 

Publisher: Devil's Workshop 

Status: Not Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: Not available 

Each Chaos Effect book takes a major event or occurrence that 
could have interesting and out of the ordinary repercussions on your 
campaign and examines it thoroughly from every angle possible. 
Great examples of these in the superheroes genre would be DC 
Comic's Crisis on Infinite Earth or Marvel Comics original Secret 
Wars. The Chaos Effect line supplies Game Masters advice on 
staging the event, involving the PCs, and making the necessary 
changes to the campaign that result naturally from any powerful and 
major influencing event. Put plainly, the Chaos Effect gaming line for 
M&M Superlink is everything you need to make that event a part of 
your own normal ongoing regular campaign. The focus with these 
books is that it is your campaign - the Chaos Effect books are 
merely a guide. 
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Church and State 

Basic Concept: Module 

Publisher: Brand's Brand Productions 

Status: Released 

Where to buy: RPGNow 

Release Price: $8.00 

Pitting the PCs against the mob, a Marxist revolutionary, crooked 
lawyers, and the Archangel Mikhael, Church and State is a massive 
Bronze Age adventure that tears events from the headlines and 
recasts them into Four Color spectacle. Church and State combines 
pavement pounding combat, hard boiled investigation, and gritty 
politics in a scenario sure to test the mettle, the morals, and the 
moxie of your heroes! This first Superlink product from Brand's Brand 
Publications is designed to be run in a generic city setting, and will fit 
into any urban campaign. 




Codename: Archangel 

Basic Concept: Sourcebook (Organization) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $4.00 

Depending on who describes it, Archangel can seem to be anything 
from a useful and patriotic organization, gathering vital information 
and thwarting evil plots against the free world at great risk to its 
agents' own lives, to a pushy and meddling group of underhanded 
spies, entirely lacking in honor, loyalties, or the slightest respect for 
anything beyond themselves and - sometimes - their fellows. This 
online PDF sourcebook focuses on the super espionage / military / 
special operations team, Codename: Archangel. This sourcebook 
will cover the history of Codename: Archangel and all the important 
individuals involved with this high-tech spy organization. Written by 
Rhiannon Louve & Wayne Ligon. 




Cute Fighters 

Basic Concept: Sourcebook (Setting) 
Publisher: Michael Hopcroft Press 
Status: Not Released 
Where to buy: Not available 
Release Price: Not available 

Beyond the veil that separates reality from the void dwell the Itari. 
Denied the very concepts of love, joy and pleasure, they dwell in a 
pit of despair. Suddenly the veil began to weaken and the Itari 
discovered Earth. Now the cruel king Kronos is determined to bring 
the Itari Way to Earth. Opposing him is his erstwhile Chief Sorcerer, 
who fled to Earth to organize resistance to Kronos' conquest. 
Sharing the body of an ordinary schoolboy, and taking the identity of 
the legendary phantom the Red Mantle, he seeks out the girls to 
whom he can give magic - the only force to which the Itari and the 
monsters they summon are vulnerable. Soon the fate of the Earth is 
in the hands of three Cute Fighters; archery master and leader 
Sagittarius, scrap-happy martial artist Scorpio, and shielder and 
protector Cancer. Opposing them are the forces of Kronos and his 
vicious Generals. From the imagination of Michael Hopcroft comes a 
heroine team campaign with touches of the classic magical girl 
heroine teams, but with a spirit and flavor all its own. Will the Itari 
convert the earth to their joyless way of life, or will the joys of Earth 
convert the Itari instead? The answer is in your hands! 
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Devil's Dozen 

Basic Concept: Sourcebook (Organization) 
Publisher: Devil's Workshop 
Status: Not Released 
Where to buy: Not available 
Release Price: Not available 

Devil's Dozen is going to be twelve of the most dangerous villains 
you have ever seen. The writer of this book is someone I would 
consider an expert in the field of serial killers so I can tell you that 
these are going to be the villains that have the heroes running for the 
door! Written by Brent Dragoo and Lee Hammock. 




The Dragon's Gate 
Basic Concept: Sourcebook (Setting) 
Publisher: Gold Rush Games 
Status: Released 

Where to buy: Favorite Local Game Store (Print), Gold Rush 
Games.com IPrint), Amazon.com (Print), RPGNow (PDF) 
Release Price: $24.94 (Print), $9.95 (PDF) 

Delve into the mysterious world of San Angelo's Chinatown 
neighborhood in this critically acclaimed supplement to San Angelo: 
City of Heroes 1 .5. The Dragon's Gate features a detailed description 
of the neighborhood, numerous businesses and personalities, both 
beneficial and dark. Includes numerous NPCs, a map of Chinatown, 
adventure seeds, and an in-depth timeline of San Angelo's 
Chinatown! 
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Enemies A to Z: Angrrl 

Basic Concept: Sourcebook (Characters) 

Publisher: Cracked Mirror Publishing 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.50 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. The first release in this series 
presents the radical super-feminist Angrrl. 12-pages of power- 
packed trouble just waiting to punch your heroes in the eye! Written 
and illustrated by Mark L. Chance, Angrrl is presented at PLs 8, 12 & 
16 allowing her to fit into campaigns of any level. 
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Enemies A to Z: Bandito Rojo 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.50 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. The second release in this 
series presents the suave and immortal Bandito Rojo and his 
sidekick Suerte. 12-pages of derring-do ready to steal their way into 
your campaign! Written and illustrated by Mark L. Chance, Bandito 
Rojo is presented at PLs 6, 10 & 14 allowing him to fit into 
campaigns of any level. 
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Enemies A to Z: The Chaos Factor 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.00 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. The third release in the series 
presents the enigmatic Chaos Factor. 9-pages of meta-human 
mystery ready to battle their way into your campaign! Written and 
illustrated by Mark L. Chance, The Chaos Factor provides NPCs at 
PLs 1 1 , 1 3, & 1 5 and rules for Factor-ing your own NPCs. 
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Enemies A to Z: The Darkling 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $3.00 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. This fourth release in the series 
presents 20 pages of the diabolical Darkling, ruler of the nightmarish 
Shadow Hell, and his multitude of minions. Written and illustrated by 
Mark L. Chance, the Darkling, an inter-dimensional tyrant, is 
presented at PLs 20, 24, & 28 along with six of his most powerful 
minions. 




Enemies A to Z: The Ectoplasmic Man 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.35 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. This fifth release in the series 
presents 10 pages of the psychopathic Ectoplasmic Man, an 
incorporeal serial killer just dying to possess your game. Written and 
illustrated by Mark L. Chance, the Ectoplasmic Man is presented at 
PLs 6, 10, &14. 
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Enemies A to Z: Ferrous Oxide 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.70 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. This sixth release in the series 
presents 18-pages of the mighty metal mastermind, Ferrous Oxide. 
Using his mental mastery of magnetism and his mighty iron fists, 
Ferrous Oxide is a villain for all seasons. Whether he is planning 
elaborate crimes for himself or working for a more powerful 
mastermind, Ferrous Oxide is a challenging and complex foe. 
Written and illustrated by Mark L. Chance, Ferrous Oxide is 
presented at PLs 8, 12, & 16 making it easy to fit him into almost any 
campaign. 




Enemies A to Z: Gemini Fire & Gemini Ice 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $3.15 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. This seventh release in the 
series presents 21 -pages of the deadly duo Gemini Fire & Gemini 
Ice. With their mastery of the primal elements of fire and ice, these 
beautiful and deadly mercenaries are prepared to bust some hero 
skulls to get paid. Written by Mark L. Chance, Gemini Fire & Gemini 
Ice are presented at PLs 5, 9 & 13 making them flexible enough to 
take on the toughest heroes! 
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Enemies A to Z: Hazmat 

Basic Concept: Sourcebook (Characters) 

Publisher: Cracked Mirror Publishing 

Status: Released 

Where to buy: RPGNow 

Release Price: $3.15 

Each release in the Enemies series details a villain, group of villains, 
or super-phenomenon and includes a detailed history, plot hooks 
and statistics at three different PL's. This eighth release in the series 
presents 21 -pages of the contagious criminal Hazmat. Infected by an 
alien virus, Hazmat is a medical madman and a genius with robotics 
that will make your heroes run for cover! Written & Illustrated by 
Mark L. Chance, Hazmat is presented at PLs 8, 12 & 16 making him 
mighty enough to take on the toughest heroes! 
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Foes From The Falconer Files #1 : "And Some Shall 
Call Him ... Troll" 

Basic Concept: Sourcebook (Characters) 
Publisher: Big Finger Games 
Status: Released 
Where to buy: RPGNow 
Release Price: $0.99 

Written by: "Didatic" David Phillips, Art by: "Casuistic" Chris Wiler, 
Edited by: "Jejune" Jeremy Forbing, Logos, Layout and Colors by:: 
"Misanthropic" Michael Todd, Page Count: 7 pages, plus cover, 
credit page and OGL. Format: Portrait, fully bookmarked. The still 
only 99 cents line presents a single character with complete 
background, and multiple adventure hooks for use in you M&M 
Superlink Roleplaying Game. Each new entry in the still only 99 cent 
line will be an "issue" of one of a few different titles. These titles 
represent different sub-genres of comics and will all feature new 
foes, villains and heroes. Foes From The Falconers Files feature 
criminals from the street, threats to the American Way of life and 
even heroes who, if turned to the side of injustice, could pose a 
threat to innocent people everywhere. Issue #1 of Foes From The 
Falconers Files introduces Troll, a car-jacking, smash-and-grab 
career criminal who may be more interested in fast cars and faster 
women than taking over the world. Troll is present at PLS 10, 13 
AND 16. 
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Foes From The Falconer Files #2: "Enter: Radian" 

Basic Concept: Sourcebook (Characters) 

Publisher: Big Finger Games 

Status: Released 

Where to buy: RPGNow 

Release Price: $0.99 

Each issue in the Still Only 99 Cents line features a new character 
with complete background, multiple adventure hooks and character 
sheets presenting the character at various PLs. Foes from the 
Falconer Files features criminals from the street, threats to the 
American way of life and even Heroes who, if turned to the side of 
injustice, could pose a threat to innocent people everywhere. Issue 
#2 introduces Radian, a hero who started his crime-fighting career as 
a street-level vigilante only to lose his powers to a strange alien 
virus. Radian now bears the mysterious Lantern, a powerful artifact 
that has surfaced time and time again in history and myth. However, 
this beacon of light has a dark side, a corrupting influence that even 
the stalwart Radian could succumb to. Radian is presented at PLs 7, 
12 and 16. Written by: Johnathan Wright. Art by: Jeff Parker. Page 
Count: 9 pages. Format: Portrait, fully bookmarked 
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Publisher: Valent Games 
Status: Released 
Where to buy: RPGNow 
Release Price: $4.00 

The M&M rulebook describes only one version of magic: Sorcery. 
This is an exceptionally potent power, both flexible and useful. It 
reflects most comic-book magic relatively well. However, magic 
systems portrayed in most fantasy novels and in folklore are quite 
different from comic-book magic. They are not always fast, not 
always reliable, and typically have a lot more "flavor" to them. To 
this end, we've created four new systems of magic suitable for use in 
M&M games! Whether your game uses the M&M rules in a fantasy 
setting or you just want a different take on a sorcerous character, this 
is the supplement for you! These magic systems can be used on 
their own, or as inspiration for how to alter your own game's Sorcery 
power. There are also a few new extras and flaws which were 
created in the process of making these magic powers; we think of 
them as "tools to make the tools." Perhaps you might find a use for 
these on other powers as well. The Four Magics is just $4 of your 
hard-earned but well-spent money. This 1 MB Superlink supplement 
is a 20-page file, bookmarked and suitable for printing or on-screen 
viewing. 




Headquarters & Hideouts 

Basic Concept: Game Aid (Rules/Locations) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: $6.00 (PDF), $15.00 (Print) 

This book contains additional rules for creating headquarters, new 
rules for trainable skills and feats, and the details on a number of 
headquarters including history, abilities, inhabitants and maps. Also 
included is an adventure to demonstrate how to use one of these 
locations in your campaign. This online PDF sourcebook focuses on 
creating headquarters and secret bases for use by super heroes and 
villains. This sourcebook will expand on the rules that are already in 
place with the Mutants & Masterminds core rulebook. All this for only 
$6.00! Written by Lee Hammock. 




Headquarters & Hideouts 2 

Basic Concept: Game Aid (Rules/Locations) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: $8.00 (PDF), $15.00 (Print) 

This book contains additional rules for creating headquarters, new 
rules for trainable skills and feats, and the details on a number of 
headquarters including history, abilities, inhabitants. This online PDF 
sourcebook focuses on creating headquarters and secret bases for 
use by super heroes and villains. This 82 page sourcebook will 
expand on the rules that are already in place with the Mutants & 
Masterminds core rulebook. Written by Lee Hammock. 
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Hero Hooks 

Basic Concept: Game Aide (Adventure Seeds) 
Publisher: Brainstorm 
Status: Not Released 
Where to buy: Not available 
Release Price: Not available 

HERO HOOKS is a collection of one-shot comic scenarios, plots, 
and possibilities intended to get the Game Master's creative gears 
going - a starting point for a one-shot adventure or possibly an entire 
campaign. Each of these HOOKS are typically less than a page long 
and begin with an evocative paragraph followed by three possible 
explanations for Game Masters to choose and/or build from. These 
seeds do not contain game statistics and detailed setting 
informations - that can be best left to individual GMs. The HOOKS 
and Explanations range from full-blown super villainous threats to the 
purely human challenges, allowing GMs to tailor the ideas easily 
dropping into any campaign. 




Hunters, Inc. 

Basic Concept: Sourcebook (Organization) 
Publisher: Cracked Mirror Publishing 
Status: Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: $6.95 (PDF), $20.oo (Print) 

Some metahumans use their powers for evil, some metahumans use 
their powers for good and some just want to make an honest living. 
Hunters Inc. falls into that last category. Hunters Inc. takes on the 
hard cases, the metahuman criminals that skip out on bail, on the run 
from the law. The people of Hunters Inc. are bounty hunters. Written 
by Boman Allan Jeffries, Illustrated by Stephen Shepherd. Page 
Count: 61 pages (including Cover and OGL). Includes: The 
characters of Hunters Inc. including associates and support staff, 
The special equipment used by Hunters Inc., Anatomy of a mission 
and the team tactics of Hunters Inc., And the sample adventure It 
Hits the Fan 




A Matter of Family 
Basic Concept: Module 
Publisher: Ronin Arts 
Status: Released 
Where to buy: RPGNow 
Release Price: $5.00 

Chris Aylott, award-winning author of Atlas Games' Dynasties & 
Demagogues, and V. Shane, creator of the popular Artifacts of the 
Arcane series, bring you A Matter of Family, a 31 -page adventure for 
M&M Superlink. This adventure is packed with investigations, new 
super-villains, plot twists, a new superpower, a new feat, and loads 
of combat. Everything a M&M Superlink GM needs to entertain his 
players for hours. The three new villains, each completely detailed 
and illustrated, can be used for many adventures beyond the one 
presented in this beautiful, functional PDF. 31 -pages presented in 
landscape format for easy use on your screen. 27 pages of this PDF 
are devoted to the adventure, the remaining pages containing the 
cover, contents, OGL, and two advertisements. 
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Metahumans 

Basic Concept: Sourcebook (Characters) 
Publisher: Body Count Games 
Status: Released 

Where to buy: lukedesade.com/order 
Release Price: $12.95 

Over forty NPCs ready to throw into any Mutants and Masterminds 
campaign; Metahumans includes stats and backgrounds for heroes, 
villains, and vigilantes, as well as feats, powers, and weaknesses. 



MONSTERS 
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Monsters and Mayhem 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $8.50 

Cracked Mirror Publishing presents Monsters and Mayhem, bringing 
the fantasy genre to the M&M Superlink. Inside this 104 page pdf is 
included: full-color artwork by Storn Cook, 1 1 fantasy archetypes, 28 
racial templates, new skills and feats, new powers and weaknesses, 
a detailed equipment list, a flexible magic system, M&M statistics for 
many monsters and common animals. Note: This is a Playtest 
Edition. Anyone that purchases this edition of Monsters and Mayhem 
will receive Revised Editions as they become available. 



Animals 




Monsters & Mayhem: Animals 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.75 

Monsters and Mayhem: Animals is a text-only excerpt from Monsters 
and Mayhem: a Fantasy Toolkit and provides more than 60 Superlink 
statistics for common animals. The information provided is unaltered 
from that provided in Monsters and Mayhem: a Fantasy Toolkit. If 
you have purchased Monsters and Mayhem: a Fantasy Toolkit you 
already have this information. Note: This is a Playtest Edition. 
Anyone that purchases this edition of Monsters and Mayhem: 
Animals will receive Revised Editions as they become available. 
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Monsters & Mayhem: Equipment 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.50 

Monsters and Mayhem: Equipment is a text-only excerpt from 
Monsters and Mayhem: a Fantasy Toolkit and provides more than 20 
pages of arms and equipment for your Superlink campaign. The 
information provided is unaltered from that provided in Monsters and 
Mayhem: a Fantasy Toolkit. If you have purchased Monsters and 
Mayhem: a Fantasy Toolkit you already have this information. Note: 
This is a Playtest Edition. Anyone that purchases this edition of 
Monsters and Mayhem: Equipment will receive Revised Editions as 
they become available. 



Feats 




Monsters & Mayhem: Feats 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.50 

Monsters and Mayhem: Feats is a text-only excerpt from Monsters 
and Mayhem: a Fantasy Toolkit and provides more than 40 feats 
designed for your Superlink campaign. The information provided is 
unaltered from that provided in Monsters and Mayhem: a Fantasy 
Toolkit. If you have purchased Monsters and Mayhem: a Fantasy 
Toolkit you already have this information. Note: This is a Playtest 
Edition. Anyone that purchases this edition of Monsters and 
Mayhem: Feats will receive Revised Editions as they become 
available. 



Magic 




Monsters & Mayhem: Magic 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.00 

Monsters and Mayhem: Magic is a text-only excerpt from Monsters 
and Mayhem: a Fantasy Toolkit and provides a magic system 
designed for traditional fantasy play. The information provided is 
unaltered from that provided in Monsters and Mayhem: a Fantasy 
Toolkit. If you have purchased Monsters and Mayhem: a Fantasy 
Toolkit you already have this information. Note: This is a Playtest 
Edition. Anyone that purchases this edition of Monsters and 
Mayhem: Magic will receive Revised Editions as they become 
available. 
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Monsters & Mayhem: Monsters 
Basic Concept: Sourcebook (Setting) 
Publisher: Cracked Mirror Publishing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.50 

Monsters and Mayhem: Monsters is a text-only excerpt from 
Monsters and Mayhem: a Fantasy Toolkit and provides more than 25 
statistics for monsters for use with your Superlink game. The 
information provided is unaltered from that provided in Monsters and 
Mayhem: a Fantasy Toolkit. If you have purchased Monsters and 
Mayhem: a Fantasy Toolkit you already have this information. Note: 
This is a Playtest Edition. Anyone that purchases this edition of 
Monsters and Mayhem: Monsters will receive Revised Editions as 
they become available. 



Powers & 

Characteristics 




Monsters & Mayhem: Powers & Characteristics 

Basic Concept: Sourcebook (Setting) 

Publisher: Cracked Mirror Publishing 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.00 

Monsters and Mayhem: Powers and Characteristics is a text-only 
excerpt from Monsters and Mayhem: a Fantasy Toolkit and provides 
new powers and weaknesses for use in your Superlink campaign. 
The information provided is unaltered from that provided in Monsters 
and Mayhem: a Fantasy Toolkit. If you have purchased Monsters 
and Mayhem: a Fantasy Toolkit you already have this information. 
Note: This is a Playtest Edition. Anyone that purchases this edition of 
Monsters and Mayhem: Powers and Characteristics will receive 
Revised Editions as they become available. 
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Mutant Monsters 

Basic Concept: Sourcebook (Monsters) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.99 

Heroes need bad guys. GMs also need bad guys, opponents they 
can toss at players and give everyone an excuse to flex their 
spandexclad muscles. The beauty of Green Ronin's super hero 
game is that its flexibility and innovation begs for it to be used 
anywhere a GM wants fast action and epic scope, from space opera 
to Saturday's syndicated series marathons. At the cost of that 
flexibility, though, MnM took a different path that makes converting 
standard d20 material more effort than usual. We're here to help. 
One of the defining aspects in the genre of super heroes, villains and 
monsters are origin stories. In addition to providing MnM stats to 
SRD critters, we've also written up the entries that put a modern 
context to these fantasy creatures to give GM's a springboard for 
introducing such fearsome foes into their modern day and super hero 
games. In that regard, most of the entries have minor changes to 
mesh the monster with an urban or SF themes. Other entries have a 
more faithful adaption and then offer other changes that provide a 
more SF feel. Written by Chris Negelein. 
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Mutant Monsters 2 

Basic Concept: Sourcebook (Monsters) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.99 

Saying Mutant Monsters 2 takes eight d20 SRD monsters and 
converts them to MnM Super Link stats is an understatement. Some 
creatures like the Formains have a critter for each caste and you'd 
never think the Stirge as a danger to space ships and super hero 
bricks until now. Each entry provides an updated origin story to 
effortlessly plug them into a modern day game. Many of the entries 
offer optional power levels and origin stories. Written by Chris 
Negelein. 
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Mutant Monsters 3 

Basic Concept: Sourcebook (Monsters) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Epic heroes need epic-sized opponents. Most of the eight SRD 
critters in this product are Large or bigger. This addition to the series 
offers two new feats for MnM, Improved Bite and Swallow Whole. 
These are enemies that your heroes can look up to - literally. Each 
entry provides an updated origin story to effortlessly plug them into a 
modern day game. Many of the entries offer optional power levels 
and alternate uses for different adventure needs. Written by Chris 
Negelein. 
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Mutatis Mutandis 

Basic Concept: Sourcebook (Setting) 

Publisher: Valent Games 

Status: Released 

Where to buy: RPGNow 

Release Price: $6.00 

The question shouldn't be, "what would you do if you had 
superpowers," it should be, "what would you do if EVERYBODY had 
superpowers?" In the late 1800's electricity began to revolutionize 
our world. Lights, motors, generators, appliances, things that those 
who originally brough us electricity couldn't even have concieved of. 
In one alternate world, though, the high-voltage lines brought us 
another kind of power entirely. The year is 2004, and everyone in the 
world has superpowers. And while our world has not fallen apart, 
things are certainly... different. From housewives with super-strength 
to flying businessmen, from magnetically-powered cops to titanium- 
skinned criminals, the world is a bigger and more aweinspiring place 
than ever. Come take a look at how it happened, and what parts you 
can play in this larger-than-life setting. From pedestrian-level 
adventures to cosmic sieges of reality, there's always something 
interesting going on. Mutatis Mutandis is an M&M Superlink 
supplement which introduces a whole campaign setting for 
superhero roleplaying, a few new feats and powers, NPCs to help 
you flesh out the world, and of course, adventure ideas for when 
your players ask, "Everyone has powers? What the heck do we do?" 
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The Neighborhood Volume One 
Basic Concept: Sourcebook (Characters) 
Publisher: Cracked Mirror Publsihing 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.35 

Each release in the Neighborhood series details a number of normal 
NPCs designed for a modern superhero setting and includes a brief 
history, personality and stats for each NPC. This first release in the 
series is 1 1 -pages (7 pages of text w/cover, credits, advertisement, 
and open gaming license) and provides seven PL0-PL2 NPCs. This 
is a text-only product. Written by J.A. Dettman. 




Odds & Ends: Super Powered Subscription 
Basic Concept: Game Aid (Newsletter) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $15.00 

As a subscriber of Odds & Ends Super Powered Subscription, you'll 
receive each and every copy Odds & Ends released in 2005 ... 
starting in January. (If your membership starts after January, you'll 
be charged a lower rate, and only receive the products released from 
the date of your membership forward.) Odds & Ends is a monthly 
M&M Superlink online PDF sourcebook that focuses on the all kind 
varies ideas and concepts that we come up for M&M Superlink 
series. Nothing is too crazy for this series. Nothing is too wild for this 
series. All new powers, feats, tactics, plans, anything and everything 
we can think of will be in there. This is the stuff that everyone else is 
afraid to do. So come on and check it out, you will be glad you did. 



Odds & Ends: Sept. 2004 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.45 

This 6 page monthly M&M Superlink online PDF sourcebook focuses 
on the all kind varies ideas and concepts that we come up for Green 
Ronin's Mutants and Masterminds and M&M Superlink. Nothing is 
too crazy for this series. Nothing is too wild for this series. This is the 
stuff that everyone else is afraid to do. So come on and check it out, 
you will be glad you did. Written by M&M Superlink fan favorite John 
Polojac (Devil's Workshop M&M Superlink Template series) 
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Odds & Ends: Oct. 2004 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.45 

This 6 page monthly M&M Superlink online PDF sourcebook focuses 
on the all kind varies ideas and concepts that we come up for Green 
Ronin's Mutants and Masterminds and M&M Superlink. Nothing is 
too crazy for this series. Nothing is too wild for this series. This is the 
stuff that everyone else is afraid to do. So come on and check it out, 
you will be glad you did. Written by M&M Superlink fan favorite Lee 
Hammock (Devil's Workshop M&M Superlink Power Corrupts 
series). 




Odds & Ends: Nov. 2004 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

This 5 page monthly M&M Superlink online PDF sourcebook focuses 
on the all kind varies ideas and concepts that we come up for Green 
Ronin's Mutants and Masterminds and M&M Superlink. Nothing is 
too crazy for this series. Nothing is too wild for this series. This is the 
stuff that everyone else is afraid to do. So come on and check it out, 
you will be glad you did. This month focus on Sidekicks and Death of 
a character. Written by M&M Superlink fan favorite Louis Porter Jr. 




Odds & Ends: Dec. 2004 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $2.25 

This 10 page monthly M&M Superlink online PDF sourcebook 
focuses on the all kind varies ideas and concepts that we come up 
for M&M Superlink. This month focus on psychic/telepathic warfare 
(rules, feats, maybe an extra or two). Written by M&M Superlink fan 
favorite John Polojac 
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Odds & Ends: Jan. 2005 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

This 6 page monthly M&M Superlink online PDF sourcebook focuses 
on the all kind varies ideas and concepts that we come up for M&M 
Superlink. This month we cover one of the most powerful ideas in 
comics is the idea of the legacy, where a tradition of heroism or 
villainy continues on long after the original people are gone, often 
manifesting itself in new ways to fit a new age. Also we start are 
monthly Team Composition examines a popular super hero or villain 
team each month and describes combat tactics for GMs hoping to use 
similar groups in their campaigns. Writen by Wayne Ligon & Leon 
Collins 




Omlevex 

Basic Concept: Sourcebook (Setting) 
Publisher: Z-Man Games and Spectrum Games 
Status: Released 

Where to buy: Favorite Local Game Store, Z-Man Games.com, 

Amazon.com 

Release Price: $22.95 

Omlevex, the Silver Age superhero setting book for M&M Superlink, 
Hero, and Silver Age Sentinels, is now available at gaming stores 
everywhere from Z-Man Games and Spectrum Games. This 144 
page book retails at $22.95 and is filled with dynamic art by such 
comicbook greats as Mike Zeck, Dick Ayers, Herb Trimpe, Josef 
Rubinstein, June Brigman, and Roy 

Richardson. Within these pages, you'll find everything you need to 
know about the universe presented in the Omlevex Comics during 
the 1960s. Omlevex includes extensive information about the 
Metazon Islands (the world's hub of superhuman activity), a 
complete timeline that fills you in on the Omlevex Universe's rich 
history, behind-the-scenes information about the Omlevex Comics 
Group, full bios for nearly 50 heroes and villains (complete with 
modern-day options), advice for creating and playing Silver Age 
characters in an authentic manner, Game Master tips for capturing 
the spirit of the Silver Age comics in his games, and much more! 




Power Assaulting 

Basic Concept: Sourcebook (Tactics) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $3.25 

Any good team should work together. The statement might seem 
absurdly obvious, but it is the single most important lesson a group 
of superheroes (or super villains, for that matter) can learn. Many so- 
called "teams" spend years trying to get a grasp on this elusive 
principle. Others don't last that long and are broken by internal strife, 
humiliation, defeat, or some combination of the three. Those who do 
achieve a measure of appreciation for the idea, however, have 
another difficult task before them: that of actually putting it into 
practice. This online PDF focuses on creating and developing team 
and group combat tactics for super powered teams and groups. The 
best example of what you can expect from this book is the X-Men's 
infamous Fastball Special. Come and see who you can help out your 
own neighborhood group. All this for only 325 cents! 
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Power Corrupted 
Basic Concept: Sourcebook (Powers) 
Publisher: Devil's Workshop 
Status: Released 

Where to buy: Lulu.com (Print), RPGNow (PDF) 
Release Price: $20.00 (Print), $8.00 (PDF) 

If you are a fan of super powers, then this is the sourcebook for you. 
Power Corrupted gives players over 100 all-new powers usable in 
their local games. These powers are new, inventive and a perfect 
addition to any session. Powers including Bio-Link, Catalyst, Gas 
Generation, Imbue Energy and Nano-Machines are just what you 
want. These powers will add a new dimension of payability to your 
local gaming sessions. Fans looking for even more powers, then this 
is the book for you. 




Power Corrupts 

Basic Concept: Sourcebook (Powers) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $5.00 

Louis Porter, Jr. Design presents the first M&M Superlink product 
released anywhere! If you are a fan of super powers, then this is the 
sourcebook for you. Power Corrupts gives player 50 all-new powers 
usable in their local games. These powers are new, inventive and a 
perfect addition to any session. Powers including Catalyst, Imbue 
Energy, Nano-Machines and Super Science are just what you want. 
These powers will add a new dimension of payability to your local 
gaming sessions. Don't wait on this one. This book is going to be a 
big hit! Mutants & Masterminds, M&M Superlink, and Green Ronin 
are trademarks of Green Ronin Publishing and are used with 
permission. 




Power Corrups 2 

Basic Concept: Sourcebook (Powers) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $5.00 

The next powers book in the Devil's Workshop highly successful 
M&M Superlink gaming line. Power Corrupts 2 gives you 50 all-new 
powers. All these powers are new and inventive for M&M Superlink 
including the following: Bio-Link, Biophysical Manipulation, Gas 
Generation, Geo-Force, and Neural Manipulation for example. These 
powers will add a new dimension of payability to your local gaming 
sessions. Don't wait on this one. This book is going to be a big hit! 
Mutants & Masterminds, M&M Superlink, and Green Ronin are 
trademarks of Green Ronin Publishing and are used with permission. 
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Power United 

Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $3.25 

Power United is the second release from Devil's Workshop focusing 
on team roles and relations. It examines a number of prominent 
comic book superhero rosters and defines members according to a 
system of roles in order to offer M&M players a better understanding 
of the makeup of teams from various comic book genres. Team 
training exercises, sessions in which characters may hone their skills 
together and improve teamwork, are also included, in addition to 19 
new cooperative techniques, called maneuvers. Finally, Power 
United introduces strategy feats, battle tactics that can benefit 
everyone on a particular team. While Power United references roles 
and maneuvers from Power Assaulting, the first "team examination" 
book, the latter is not necessarily required. Power United simply 
offers additional options and observations. Written by Leon Collins. 




Power Unleashed 

Basic Concept: Game Aid (Cards) 

Publisher: Devil's Workshop 

Status: Not Released 

Where to buy: RPGNow 

Release Price: Not available 

Devil's Workshop and Louis Porter, Jr. Design would like to 
announce their next M&M Superlink project, Power Unleashed. The 
easiest way to describe is as an M&M Superlink version of Dork 20 
Card accessory from Atlas Games. This set will have at least unique 
50 cards in the set each with a unique effect on characters, 
situations or how you play Mutants & Masterminds. We think this 
M&M Superlink product will add levels and dimensions to all your 
games when using the cards from Power Unleashed. Written by 
Leon Collins. 




San Angelo: City of Heroes 1 .5 
Basic Concept: Sourcebook (Setting) 
Publisher: Gold Rush Games 
Status: Released 

Where to buy: Favorite Local Game Store (Print), Gold Rush 
Games.com (Print), Amazon.com (Print), RPGNow (PDF) 
Release Price: $27.95 (Print), $9.95 (PDF) 

The Origins Award-nominated San Angelo: City of Heroes - the 
book that Ken Hite called "the very model of the superheroic city 
book" and Kurt Busiek (Astro City) called "an intricate, involving, 
well-realized gaming world" - comes to you with M&M Superlink and 
Action! System character stats! Contains 174 pages of incredibly rich 
source material, detailing the fictional city of San Angelo, the City of 
Heroes. An entire superhero campaign setting in one book! A sample 
hero team, super villains, and dozens of personalities that the PCs 
are likely to interact with in the course of every game! 
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Superline Gamemaster's Series: A Fistful of Plot 
Devices, #1 

Basic Concept: Game Aid (Adventure Seeds) 
Publisher: Ronin Arts 
Status: Released 
Where to buy: RPGNow 
Release Price: $4.25 

Superheroes spend a lot of their active time responding to crises: 
something goes very wrong, and they must save the day. This 19- 
page PDF is a collection of ways to create a crisis, including people, 
places, and things that can go wrong in interesting ways. They 
include some (real or impending) catastrophes, and also some 
basically positive developments that have nightmarish potential in 
the wrong hands. They're each intended to provide reasons for lots 
of different kinds of heroes to feel like responding, suitable for use in 
many different campaigns. They aren't complete adventures, but 
open-ended starting points. Written by Bruce Baugh. 
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Superline Gamemaster's Series: Campaign Planner 
Basic Concept: Game Aid (Forms) 
Publisher: Ronin Arts 
Status: Released 

Where to buy: Lulu.com (Print), RPGNow (PDF) 
Release Price: $10.00 (Print), $6.00 (PDF) 

This 33-page PDF, designed by Philip Reed for use with M&M 
Superlink, is a collection of 30 forms GMs can use to plan and track 
their superhero campaigns. Including forms on basic campaign 
information, adventure planning, allowed archetypes, powers, and 
sourcebooks, and a campaign newspaper, this product is useful for 
any M&M campaign. Space to record villain information is included, 
but minimal - GMs are encouraged to detail important super villains 
using Green Ronin Publishing's Character Record Folio. Through 
special permission, this product includes a form for tracking the 
campaign's Crisis Level - an optional rule available in Green Ronin 
Publishing's Crooks! supplement. Please note that the crisis level 
rules are not open game content. 




Superlink Advanced Players Guide 
Basic Concept: Game Aid (Rules) 
Publisher: Devil's Workshop 
Status: Not Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: Not available 

As with all our product Devil's Workshop is once again breaking the 
mold on M&M Superlink products. The M&M Superlink Advanced 
Players Guide is entering in all new realms of gaming for the M&M 
fans. We plan to add all kinds of all-new interesting and exciting rules 
and "crunchy bit" to the world of M&M Superlink. The exact release 
date on this work has not been finalized but we plan to release this 
sometime later this year in both PDF and Bookshelf format 
simultaneously so fans of Devil's Workshop can pick how they want 
our products. So start saving your pennies this one is going to be 
fun. Written by Several Devil's Workshop writers. 
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Superlink SRD 

Basic Concept: Publisher's Aid (System Reference Document) 
Publisher: Devil's Workshop 
Status: Not Released 

Where to buy: RPGNow (PDF), Lulu.com (Print) 
Release Price: Not available 

Like Wizards with D20 and D20 Modern SRD, we decided to but 
together our own SRD based on all the Open Game Content we 
have placed out there for M&M Superlink including all of the info from 
Power Corrupts, the Archetype series, and the upcoming Chaos 
Effects line to name a few. This will be in a straight forward text only 
format. This product is really for publishers of M&M Superlink 
product over our typical M&M Superlink fans and customers, but fans 
can use it too. We will keep you updated on when this will be 
available. Written by Several Devil's Workshop writers. 
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2004 Collected Templates 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $12.00 

Here is the thing that you have been waiting, the complete collection 
of Devil's Workshop 2004 Archetypes. Each and every archetype 
created in 2004 by Devil's Workshop is here from Alien Overseers to 
Geslatl to Symbiote. This one has it all, written by some of the most 
well known and respected Devil's Workshop writers including Leon 
Collins, Brian Engard, Lee Hammock and Wayne Ligon. If you 
waited till all the templates for M&M Superlink were collected in one 
place, well now is the time to buy. 
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Template: Alien Overseer 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Alien Overseers are individuals who act as interplanetary lawmen, 
shock troops, or regents for highly-advanced extraterrestrial beings. 
The majority of alien overseers fall into two categories: Galactic 
Guardsmen and Cosmic Champions. This series focus on creating 
all new template for gamers of the M&M Superlink systems. These 
PDFs are template sheets and additional information about template 
that were not covered in the Crooks sourcebook. People looking to 
increase there character template, this is the PDF for you. 
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Template: Atomic Age Hero 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Dashing, capable, and utterly fearless, the Atomic Age Hero is an 
everyman driven by unusual circumstances to take part in the never- 
ending battle between good and evil. Whether torn from his homeworld 
by a random dimensional transport beam or recently awakened from a 
century-long rest in suspended animation, the Atomic Age Hero is 
dedicated to the ideals of peace, freedom, and justice. Although he 
often makes extensive use of certain technological wonders, the Atomic 
Age Hero's greatest resource is his unshakeable courage. This series 
focus on creating all new templates for gamers of the M&M Superlink 
systems. People looking to increase there character types, this is the 
PDF for you. Written by Leon Collins 




Template: Biological Virus 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Not Released 

Where to buy: Not Available 

Release Price: Not available 

This series focus on creating all new template for gamers of the 
M&M Superlink systems. These PDFs are template sheets and 
additional information about template that were not covered in the 
Crooks sourcebook. People looking to increase there character 
template, this is the PDF for you. 




Template: Combat Endoskeleton 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

A combat endoskeleton is a framework of high-tech metal alloys 
reinforcing a human skeletal system. It must be implanted through 
surgical means or bonded to the bones by forcing compounds of 
liquefied metal through the recipient's skin and muscle tissue. Either 
technique involves extreme pain and risk for the subject. A combat 
endoskeleton is implanted with one purpose in mind: to transform a 
human being into a nearly invulnerable fighting machine. This series 
focus on creating all new templates for gamers of the M&M Superlink 
systems. These PDFs are template sheets and additional information 
about template that were not covered in the Crooks sourcebook. 
People looking to increase there character template, this is the PDF 
for you. All this for only $1 .85!!! Written by John Polojac. 
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Template: Cosmic Force Infused 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

The chosen agents of ancient alien races, mythological gods, or 
nigh-omnipotent cosmic entities; mighty champions gone wrong who 
-literally, in some cases sacrificed their souls to obtain still greater 
powers; mortal heroes transformed by contact with irresistible, 
unearthly energies that should have utterly annihilated them. This 
series focus on creating all new templates for gamers of the M&M 
Superlink systems. These PDFs are template sheets and additional 
information about template that were not covered in the Crooks 
sourcebook. People looking to increase there character template, 
this is the PDF for you. All this for only $1 .85!!! Written by John 
Polojac 




Template: Demonic Possession 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

Skeptics write off demonic possession as a convenient scapegoat for 
the deranged and criminally inclined. Unfortunately, however, it is all 
too often real, irrefutable and terrible in its otherworldly candor. The 
exact effects of possession vary with the demonic entity involved, but 
common traits include enhanced physical strength and endurance, 
near-immortality, and extreme psychosis. This series focus on 
creating all new templates for gamers of the M&M Superlink 
systems. These PDFs are template sheets and additional information 
about template that were not covered in the Crooks sourcebook. 
People looking to increase there character template, this is the PDF 
for you. All this for only $1 .85!!! Written by Leon Collins. 
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Template: Devolved 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

There are super-humans who seem to belong to a higher evolutionary 
plane, who have become truly more than human... and then there are 
those who have become a bit less. Not all who are changed magic, 
mutation, or super-science are as fortunate as those who emerge with 
extraordinary powers and abilities. Some find themselves reduced to 
sub-human status, regressed into more primitive forms. These are the 
devolved; once-humans who now resemble mankind's distant 
ancestors. This series focus on creating all new template for gamers 
of the M&M Superlink systems. These PDFs are template sheets and 
additional information about template that were not covered in the 
Crooks sourcebook. People looking to increase there character 
template, this is the PDF for you. All this for only $1 .85!!! Written by 
John Polojac. 
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Template: Embodiment 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

The Embodiment is an individual who, by choice or compulsion, 
becomes a quintessential champion of some idea. This idea 
becomes the driving force behind his actions, serving as an 
emotional "well" from which he draws considerable inner strength. An 
individual Embodiment's abilities depend on the force to which he 
owes his allegiance. Many exhibit a single-minded obsession that 
greatly enhances their normal abilities. Others may be recipients of 
immense power offered by abstract supernatural forces in need of 
agents. This series focus on creating all new template for gamers of 
the M&M Superlink systems. This 4-page PDF is for people looking 
to increase there character template, this is the PDF for you. Written 
by Leon Collins 
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Template: Energy Infused 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Atomic strongmen, whose nuclear-powered muscles are capable of 
crushing tanks; super-speedsters, who move at nearly at the speed of 
thought, trailing streams of bio-electricity in their wakes; walking 
powder kegs whose fists strike with the force of a one kiloton bomb. 
This series focus on creating all new template for gamers of the M&M 
Superlink systems. These PDFs are template sheets and additional 
information about template that were not covered in the Crooks 
sourcebook. People looking to increase there character template, this 
is the PDF for you. All this for only $1 .85!!! Written by John Polojac. 




Template: Gestalt 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

One now stands where before there were two-a gestalt has come 
into existence, a single being that combines the attributes of two 
formerly distinct individuals. A gestalt is created when two beings are 
physically merged, forged together on the molecular level through 
extraordinary means into one form, a form in which two minds and 
souls co-exist. More than the sum of its parts, the gestalt's abilities 
exceed those of either of the two it is created from; not only does it 
possess all the abilities of both of it "parents,", but it can manifest 
entirely new abilities as well. This series focus on creating all new 
template for gamers of the M&M Superlink systems. These PDFs are 
template sheets and additional information about template that were 
not covered in the Crooks sourcebook. People looking to increase 
there character template, this is the PDF for you. Written by Brian 
Engard. 
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Template: Immortailiy Rebirth 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Not Released 
Where to buy: Not Available 
Release Price: Not Available 

This series focus on creating all new template for gamers of the M&M 
Superlink systems. These PDFs are template sheets and additional 
information about template that were not covered in the Crooks 
sourcebook. People looking to increase there character template, this 
is the PDF for you. 




Template: Molmech 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Blood streams teeming with nanites- microscopic machines that 
repair all wounds, cell by cell. Nervous systems modified to transmit 
impulses with the speed of a fiber-optics network. Living tissue 
interwoven with impact resistant polymers, made far stronger and 
more durable than mere human flesh. This series focus on creating 
all new template for gamers of the M&M Superlink systems. These 
PDFs are template sheets and additional information about template 
that were not covered in the Crooks sourcebook. People looking to 
increase there character template, this is the PDF for you. All this for 
only $1.85! 
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Template: Mystical Overseer 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

Mystic overseers are those who have agreed to act as the earthly 
agents of nearly-omnipotent supernatural beings. These beings may 
be ancient gods, demons, the rulers of unearthly mystic dimension, 
or even the embodiments of abstract concepts (chaos, love, nature, 
and so on.) For whatever reason, such beings sometimes enlist 
mortals to serve in their respective causes. They may require a 
human champion to defeat some terrible menace that stalks the 
earth. This series focus on creating all new templates for gamers of 
the M&M Superlink systems. These PDFs are template sheets and 
additional information about template that were not covered in the 
Crooks sourcebook. People looking to increase there character 
template, this is the PDF for you. All this for only $1 .85!!! Written by 
John Polojac. 



Px££ 85 *F 93 



iMptn ^x'mvtmxl - Yuetrtnfi \ - totiSRy 2005 



^4 




Template: Powers Mutating/Influx 
Basic Concept: Sourcebook (Archetypes) 
Publisher: Devil's Workshop 
Status: Released 
Where to buy: RPGNow 
Release Price: $1.85 

A strand of DNA unravels. ..molecules begin to shift... neural 
pathways begin to rewrite themselves... and suddenly an already 
super-powered individual finds himself developing new powers, as 
his old suite of abilities begins to falter and fade. The character 
undergoes weird physical transformations, and experiences power 
surges and shortfalls on a regular basis. Such a character is referred 
to as a mutate-an individual whose DNA is in a state of flux, 
transitioning between one state and another. The individual is 
evolving an entirely new set of superhuman abilities. Note that this is 
distinct from a mutant, one whose powers are derived from the 
genetic code the individual was born with. This series focus on 
creating all new template for gamers of the M&M Superlink 
systems. These PDFs are template sheets and additional information 
about template that were not covered in the Crooks sourcebook. 
People looking to increase there character template, this is the PDF 
for you. Written by John Polojac. 
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Template: Psychic Entity 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

A living nightmare is delivering brutal justice to the old enemies of a 
once mighty super-hero, one who is now seemingly comatose and 
helpless. Imaginary friends that are all too real, protecting a child 
who witnessed her parents killed in a tragic accident. A horrible, 
unseen wraith that jumps from one body to the next, leaving a trail of 
carnage in it's' wake. All of these are psychic entities, born from a 
mix of psychic power, repressed desires, and blind chance. This 
series focus on creating all new templates for gamers of the M&M 
Superlink systems. These PDFs are template sheets and additional 
information about template that were not covered in the Crooks 
sourcebook. People looking to increase there character template, 
this is the PDF for you. All this for only $1 .85! 




Template: Rebirth/Undying 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

For mortal beings death signals the end of existence and- 
depending on what is believed-either oblivion or the transition to a 
spiritual realm. But for those with the Undying/Rebirth template, 
death is little more than an inconvenience, even a brief respite from 
their earthly responsibilities. As the name implies, a member of the 
Undying simply refuses to relinquish the spark of life. This series 
focus on creating all new template for gamers of the M&M 
Superlink systems. People looking to increase there character 
template, this is the PDF for you. Written by John Polojac 



1pS^£ 86 *F 93 



iMptn ^x'mvtmxl - Yueti'jjjfe T - tow!) 2005 



^4 



1 1 



E3 




Template: Symbiote 

Basic Concept: Sourcebook (Archetypes) 

Publisher: Devil's Workshop 

Status: Released 

Where to buy: RPGNow 

Release Price: $1.85 

Genetically engineered creatures designed to transform ordinary 
men into super-soldiers. Animated mystic scarabs that bond with 
those that possess them. All of these are symbioses: outside 
organisms that bind with other living beings (typically humans), who 
thereafter serve as hosts. This series focus on creating all new 
templates for gamers of the M&M Superlink systems. These PDFs 
are template sheets and additional information about template that 
were not covered in the Crooks sourcebook. People looking to 
increase there character template, this is the PDF for you. All this for 
only $1.85! Written by John Polojac. 




Vigilantes & Violence 

Basic Concept: Sourcebook (Setting) 

Publisher: Devil's Workshop 

Status: Not Released 

Where to buy: Not Available 

Release Price: Not available 

Vigilantes & Violence takes a look at the modern age super hero, 
better know as the Anti-Hero. From Wolverine to Batman to Punisher 
to Spawn, these are the anti-heroes that all people love. This 
sourcebook will cover aspect of vigilante crime fighting to modern 
technothrillers to military Special Forces units. Vigilantes & Violence 
deals with the crusaders with a willingness to kill if the situation calls 
for it. These heroes are normally low-powered super humans who 
fight street crime instead of world-threatening super villains. This 
book is filled with character creation guidelines, equipment, weapons 
and information about how to deal with the underworld, the illegal 
drug trade, and criminal psychology. This is the perfect resources for 
any game set in the modern ages of superheroes. 




Villains: The Evil Within 

Basic Concept: Sourcebook (Characters) 

Publisher: The Le Games 

Status: Released 

Where to buy: RPGNow 

Release Price: $3.00 

Evil takes many forms, but very often they take the form of Super 
Villains! VILLAINS: THE EVIL WITHIN is a new 20-page pdf book for 
any M&M SUPERLINK world. Within this book you will find 10 new 
PL-15 Villains! Each villain comes with a history, full stats, and a 
color illustration to put those pesky super heroes in their place. But 
wait, there's more! We've also added 10 additional PL-20 variants of 
those same super villains, for a total of 20 villains! Written by Bob 
Bretz. This zip file contains a fully illustrated Landscape PDF for 
easy online reading, A fully illustrated Portrait PDF for printing, and 
our standard no-image Rich-Text-Format version so that you can 
cut/copy/paste to your hearts content (and print without wasting alot 
of ink)! Each pdf is fully bookmarked for easy viewing. 
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1 Product Check List 
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Green Ronin's Products 

Crooks! 


□ Have it 


□ Have to get it 




Foes of Freedom 


□ Have it 


□ Have to get it 




Freedom City 


□ Have it 


□ Have to get it 




Gimmick's Guide to Gadgets 


□ Have it 


O Have to get it 




Mutants and Masterminds Annual #1 


□ Have it 


O Have to get it 




Mutants and Masterminds Character Record Folio 


□ Have it 


O Have to get it 




Mutants and Masterminds Core Rules, 2 Printing 


□ Have it 


O Have to get it 




Mutants and Masterminds Gamemaster Screen 


I I Unwn If 

I i nave it 


I I Have to get it 




Nocturnals: A Midnight Companion 


I I Un\rr* if 

I i nave it 


I I Have to get it 




Noir 


I I Unun if 

I i nave it 


I I Have to get it 




Time of Crisis 


I I Ulr^w^ if 

I | nave it 


I I Have to get it 




Superlink Publisher's Products 

1 st Appearance: Luminous 


□ Have it 


□ Have to get it 




1 st Appearance: T.O.M.C.A.T.S. 


□ Have it 


□ Have to get it 




Above and Beyond 


□ Have it 


□ Have to get it 




The Algernon Files 


□ Have it 


□ Have to get it 




Alien Invaders 1: The Taxob-Zhin 


□ Have it 


□ Have to get it 




Alien Invaders 2: The Sauri 


□ Have it 


□ Have to get it 




2004 Collected Archetypes 


□ Have it 


□ Have to get it 




Archetype: Amphibian 


□ Have it 


□ Have to get it 




Archetype: Android 


□ Have it 


□ Have to get it 




Archetype: Angel 


□ Have it 


□ Have to get it 




Archetype: Cartoon Critter 


□ Have it 


□ Have to get it 




Archetype: Chemical 


□ Have it 


□ Have to get it 




Archetype: Composite 


□ Have it 


□ Have to get it 




Archetype: Construct 


□ Have it 


□ Have to get it 




Archetype: Cyborg 


□ Have it 


O Have to get it 




Archetype: Demigod 


□ Have it 


O Have to get it 




Archetype: Demon 


□ Have it 


□ Have to get it 




Archetype: Plantlife 


□ Have it 


□ Have to get it 




Archetype: Robots 


□ Have it 


O Have to get it 




Archetype: Sharpshooter 


□ Have it 


□ Have to get it 




Archetype: Super-Soldier 


□ Have it 


□ Have to get it 




Archetype: Weapon Specialist 


□ Have it 


□ Have to get it 




Argonauts 


□ Have it 


□ Have to get it 




The Bad Guys 


□ Have it 


□ Have to get it 




The Cadre 


□ Have it 


□ Have to get it 




Chaos Effect: Betrayal 


□ Have it 


□ Have to get it 




Chaos Effect: Warzone 


□ Have it 


□ Have to get it 




Church and State 


□ Have it 


□ Have to get it 




Codename: Archangel 


□ Have it 


□ Have to get it 




Cute Fighters 


□ Have it 


□ Have to get it 




Devil's Dozen 


□ Have it 


□ Have to get it 




The Dragon's Gate 


□ Have it 


□ Have to get it 




Enemies A to Z: Angrrl 


□ Have it 


□ Have to get it 




Enemies A to Z: Bandito Rojo 


□ Have it 


□ Have to get it 




Enemies A to Z: The Chaos Factor 


□ Have it 


□ Have to get it 
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Enemies A to Z: The Darkling 


□ Have it 


□ Have to get it 


Enemies A to Z: The Ectoplasmic Man 


□ Have it 


□ Have to get it 


Enemies A to Z: Ferrous Oxide 


□ Have it 


□ Have to get it 


Enemies A to Z: Gemini Fire & Gemini Ice 


□ Have it 


□ Have to get it 


Enemies A to Z: Hazmat 


□ Have it 


□ Have to get it 


Foes From The Falconer Files #1 : Troll 


□ Have it 


□ Have to get it 


Foes From The Falconer Files #2: Radian 


□ Have it 


□ Have to get it 


The Four Magics 


□ Have it 


□ Have to get it 


Headquarters & Hideouts 


□ Have it 


□ Have to get it 


Headquarters & Hideouts 2 


□ Have it 


□ Have to get it 


Hero Hooks 


□ Have it 


O Have to get it 


Hunters, Inc. 


□ Have it 


O Have to get it 


A Matter of Family 


□ Have it 


O Have to get it 


Metahumans 


□ Have it 


O Have to get it 


Monsters and Mayhem 


□ Have it 


O Have to get it 


Monsters & Mayhem: Animals 


□ Have it 


□ Have to get it 


Monsters & Mayhem: Equipment 


□ Have it 


□ Have to get it 


Monsters & Mayhem: Feats 


□ Have it 


□ Have to get it 


Monsters & Mayhem: Magic 


□ Have it 


□ Have to get it 


Monsters & Mayhem: Monsters 


□ Have it 


□ Have to get it 


Monsters & Mayhem: Powers & Characteristics 


□ Have it 


□ Have to get it 


Mutant Monsters 


□ Have it 


□ Have to get it 


Mutant Monsters 2 


□ Have it 


□ Have to get it 


Mutant Monsters 3 


□ Have it 


□ Have to get it 


Mutatis Mutandis 


□ Have it 


□ Have to get it 


The Neighborhood Volume One 


□ Have it 


□ Have to get it 


Odds & Ends: Super Powered Subscription 


□ Have it 


□ Have to get it 


Odds & Ends: Sept. 2004 


□ Have it 


□ Have to get it 


Odds & Ends: Oct. 2004 


□ Have it 


□ Have to get it 


Odds & Ends: Nov. 2004 


□ Have it 


□ Have to get it 


Odds & Ends: Dec. 2004 


□ Have it 


□ Have to get it 


Odds & Ends: Jan. 2005 


□ Have it 


□ Have to get it 


Omlevex 


□ Have it 


□ Have to get it 


Power Assaulting 


□ Have it 


□ Have to get it 


Power Corrupted 


□ Have it 


□ Have to get it 


Power Corrupts 


□ Have it 


O Have to get it 


Power Corrups 2 


□ Have it 


□ Have to get it 


Power United 


□ Have it 


□ Have to get it 


Powers Unleashed 


□ Have it 


O Have to get it 


San Angelo: City of Heroes 1 .5 


□ Have it 


□ Have to get it 


Superline Gamemaster's Series: A Fistful of Plot Devices #1 


□ Have it 


□ Have to get it 


Superline Gamemaster's Series: Campaign Planner 


□ Have it 


□ Have to get it 


Superlink Advanced Players Guide 


□ Have it 


□ Have to get it 


Superlink SRD 


□ Have it 


□ Have to get it 


2004 Collected Templates 


□ Have it 


□ Have to get it 


Template: Alien Overseer 


□ Have it 


□ Have to get it 


Template: Atomic Age Hero 


□ Have it 


□ Have to get it 


Template: Biological Virus 


□ Have it 


□ Have to get it 


Template: Combat Endoskeleton 


□ Have it 


□ Have to get it 


Template: Cosmic Force Infused 


□ Have it 


□ Have to get it 


Template: Demonic Possession 


□ Have it 


□ Have to get it 


Template: Devolved 


□ Have it 


□ Have to get it 
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Template: Embodiment 


□ Have it 


□ Have to get it 


Template: Energy Infused 


□ Have it 


□ Have to get it 


Template: Gestalt 


□ Have it 


□ Have to get it 


Template: Immortality Rebirth 


□ Have it 


□ Have to get it 


Template: Molmech 


□ Have it 


| | Have to get it 


Template: Mystical Overseer 


□ Have it 


| | Have to get it 


Template: Powers Mutating/Influx 


□ Have it 


□ Have to get it 


Template: Psychic Entity 


□ Have it 


□ Have to get it 


Template: Rebirth/Undying 


□ Have it 


O Have to get it 


Template: Symbiote 


□ Have it 


□ Have to get it 


Vigilantes & Violence 


□ Have it 


□ Have to get it 


Villains: The Evil Within 


□ Have it 


□ Have to get it 



Px££ 30 *F 93 



ttKlffilODI Sllira 

Need some ideas for your next Mutants and Masterminds Game? Looking for some NPC's or 
Mooks to confound your players? Then we have some Website links for you. There are quite a 
number of people who have created websites to support Mutants and Masterminds. There is a 
vast wealth of information available for your use and, best of all, its' free! 

In addition, we collected links to all the Superlink Publisher's company websites. If you need 
more detail information about their products, then these are the links for you. Be sure to stop by 
and support the folks who are helping to support our favorite superhero game. 

Disclaimer time: we don't guarantee that the links are still active. We hope, of course, that they 
are. Please use the information they provide with respect; as they have no doubt spent a great 
deal of time creating and/or accumulating the wealth of information that will only make your game 
a better one. 

Fan Sites 

Defenders-5: http://mecha.com/~conkle/mm/ 

Evilschemer's Fan Site. 

E-CORE: http://www.e-core-news.org/ 

XEI's Superlink News Site. 

Freedom City Play By Post Gaming: http://www.menefees.net/freedomcity/ 

Yes, there are others, but this is one of the best! 

M&M HeroHQ v1 : http://www.mutantsandmasterminds.com/phpBB2/viewtopic.php?t=6141 

A character generator. NOTE: check system requirements before downloading. 

M&M RPG Resource Site: http://www.aloofhosting.com/dcurpg/mnmindex.html 

Pampero's Fan Site 

M&M Webring: http://l.webring.com/hub?ring=mutantsandmaster 

Contains links to seven sites dedicated to M&M Goodness! 

Arcady's M&M Site: http://home.pacbell.net/arcadyO/MnM/ 
Central Nexus: http://www.thecentralnexus.com/ 

Hall of Justice: http://mywebpages.comcast.net/kperrine/inside/Fun Games.html 
Heroes and Henchmen: http://www.heroesandhenchmen.com/ 
Neo's Datalinks: http://neo-innovation.com/index.html 
Quantum Heroes: 

http://home.comcast.net/~leaderdesslok/guantum heroes/guantum main.html 
Valider.com: http://www.valdier.com/ 

Project Genesis: http://members.lycos.co.uk/genesisproiect/ 

Silverback's fan site full of superhero goodness! 
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Simpson's Excel Character Sheet: 

http://games.groups.yahoo.com/group/mnm hall of heroes/ 

A Yahoo Group for the famous (and good!) Simpson's Character Sheet. 

Superlink Publisher's Sites 

Superlink Society: http://games.groups.vahoo.com/group/SuperlinkSociety/ 

A Yahoo Group for Superlink Publishers to share info and get advice. 

1001 Designs: http://1 001 .indie-rpgs.com/ 

Publisher of the upcoming Argonauts. 

Action Studios: http://www.actionstudios.com/metaverse/ 

Publisher of the upcoming Albert Deschesne's Metaverse. 

Blackwyrm Games: http://www.blackwyrm.com/ 

Publisher of The Algernon Files. 

Blue Devil Games: http://www.bluedevilgames.com/ 

Publisher of the 1st Appearance line. 

Body Count Entertainment: http://www.lukedesade.com/ 

Publisher of Metahumans. 

Brainstorm: 

http://mywebpages.comcast.net/kperrine/HeroHooks/HERO HOOKS Submissions.htm 

Publisher of the upcoming Hero Hooks and 7 Guys of Justice. 

Brand's Brand Publications: http://www.brand-publications.spaceanddeath.com/ 

Publisher of Church and State. 

Cracked Mirror Publishing: http://www.cracked-mirror.com/ 

Publisher of Monsters and Mayhem. 

Devil's Worship: http://www.lpjdesign.com/DevilsWorkshop/DevilWorkshop.html 

Publisher of the Power Corrupts, Archetypes and Templates lines. 

Gold Rush Games: http://www.goldrushgames.com/ 

Publisher of San Angelo: City of Heroes 

Michael Hopcroft Press: http://www.mphpress.com/ 

Publisher of the upcoming Cufe Fighters and Grand Defiance. 

Misfit Studios: http://www.misfit-studios.com/ 

Publisher of the upcoming The World Not Known. 

RavenTower Games: http://www.raventower.com/ 

Publisher of the upcoming Bad-Guys and Bastards (formerly known as: Miscreants & Mischief- 
Makers) . 

Reality Blurs: http://realityblurs.com/ 

Publisher of the upcoming RunePunk: Steam and Shadow. 

Ronin Arts: http://www.philipjreed.com/roninarts/ 
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Publisher of A Matter of Family. 

Spectrum Games: http://www.spectrum-games.com/ 

Publisher of Omlevex. 

Valent Games: http://www.valentgames.com/ 

Publisher of Above and Beyond. 
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